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The AVALON HILL (§HS51BIri^ilil 

__ _ a losing venture published bi-monthly, pretty 
dose lo ihe first day of January, March, May, July, 
September and November. 

The General is edited anil published by The 
Avalon Hill Company almosf solely for the cul- 
tural cdilitatiuu of adult gaming, (It also help* to 
iffll Avalon Hill products, tool) 

Articles from subscribers are considered for 
publication on a gratis contributory basis. Such 
articles must be typewritten and not exceed 7U0 
word*, fjtamplts and diagrams that accompany 
iuch articles mun be drawn in black ink, ready 
(or reproduction- No notice can be given regar- 
ding acceptance of article* for publication. 

All back ishuth, except Vol. 1. Nos, l*c4, which 
arc out of stock, art available at Sl.00 per issue. 
Full-year imbacr iptiuna @ $43%, 

fi 196S The Avalon Hill Company, Baltimore, 
Maryland, printed in U.S.A, 
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Are All Wargarners Really This Dumb . . . ? 



COVER STORY: 

...as Italian 

as Lollobrigida 

You've waited lour years for it. Now, here it 
is, the final link in Avalon Hill's WWII land battle 
series First came D-DAY, next it was STALIN- 
GRAD, then came AFRIKA KORPS, finally its 
ANZIO, 

You don't have to be Italian to play ANZIO, 
but it might help. ANZIO is so authentic that the 
mapboard is even printed in Italian. It duplicates 
in sharpest detail the area around which the 
heaviest concentration of fighting occurred be- 
tween 1943 and 1945. It is authentic down to 
the very last river, mountain, and swamp. 

Troop Counters in 1 1 Colors 

Because of Ihe potpourri of nationalities, for 
the first time Avalon Hill has added additional 
coloring to the set of Troop Counters for ease of 
identification, This helps speed up set-up time 
and play. Called the "perfect battle game" by 
prototype testers. ANZIO offers the best of all 
the more popular design concepts we found 
out what those concepts were when we fan the 
survey as Contest 27 (Sept-Oct '68 issue,) We also 
added new dimension with rules such as "Strate- 
gic Movement" which allows units with no 
intention of fighting to move faster than their 
movement factor, and "Second Combat" which 
enables units to fight more than once in the same 
turn. 

We know that we don't have to convince you 
to purchase ANZIO you've been waiting for it 
for a long time. But we are so confident that 
you'll ecstacize over these latest design concepts 
that we just don't want you to delay in running 
down to your favorite game outlet to order it. 

Six Games in One 

Those who enjoy the scope of Stalingrad and 
Afrika Korps will relish in the various mini-game 



"R idiculous . . . stupid . . . unbelievably dumb 
strategy ..." were just some of the negative 
comments that emanated from our contest de 
partment while marking subscriber entries to last 
month's Contest. This rather viscious indictment 
of so-called "above average" game players so 
dumbfounded us here In the editorial office of 
The General that we were moved to ask the 
question, "are Wargarners really this dumb?" 

It all began when we set up a strategical 
situation relative to a Baseball game. Judging the 
contest; that is, those determining exactly which 
of the nine different strategies was best for the 
situation, were the managerial and coaching staff 
that has guided the company baseball team to 
two consecutive league championships: coaches 
Charles Harbaugh, Jack McCauley and manager 
Tom Shaw. 

This staff, aftBr examing the results of this 
contest, were appalled at the lack of strategical 
foresight among contest entrants. 

HARBAUGHdayout and art man on Anzio 
Troop Counters): The subscribers did not con 
sidar apposition counter moves in selecting what 
they did. 

McCAULEY (Inventory coordinator): I noticed 
that the strategy that scored the highest, "send in 
a fast pinch runner," lacked the element of 
surprise which is a strategical element so im- 
portant in successful warfare. 

SHAW (Marketing Director): Good point, Jack. 
In fact, the element of surprise is the major 
factor in the success of any venture that involves 
competition where there is a counter move for 
every initial move. For example; The German 
Army did well in North Afrika because of 
General Rommel's ability to place himself where 
the Allies least expected. This is markedly true in 
DDay and historians today claim that had Hitler 
taken Rommel's advice regarding shoring up the 
Normandy area, we may still be on the beaches 
of France today. 

THE GENERAL: So what you all are really 



versions - games that can be consumated within 
two hours. Going to the opposite extreme, 
devotees of the tournament level will revel in the 
authenticity brought to lifE in the advanced 
games. All in all, there are six versions: Game I, 
Game II, Game III, Winterline, Gothic Line, and 
Monte Cassino. 

ANZIO is now available in your usual outlets 
- but here in the pages of The General you are 
hearing about it in its first official notice of 
availability. Non-subscriheis will eventually hear 
about ANZIO when we mail our usual Spring 
Mailer, sometime soon. By that time, you'll 
already be sending us articles on it for publica- 
tion. Because of the limited run, some outlets are 
already hording copies of ANZIO since we felt 
duty bound to make sure that all of our retail 
outlets were supplied before accepting direct 
orders. Don 1 ! let your retailer charge you more 
than its list price of $6. 98. 

When's the last time you discovered a lifetime 
of pleasure for only S6.98? 



saying, Shaw, is you can't understand how sup- 
posedly bright wargarners could select strategies 
that contained the element of least surprise. 

SHAW: Exactly. 

THE GENERAL: Well, then, let's get down to 
the nitty-gritty of these contest choices and spell 
it out to the subscribers. Naturally, we're curious 
as to the staff's number 1 pick for best strate- 
gy . . 

SHAW: Strategy "0", the one where we would 
send the slow baserunner down on an attempted 
steal of 2nd base. Why? For several reasons: 
because the weak hitting pitcher is on dack, the 
man at bat represents the last chance to score 
and we -can justify this choice because: a) the 
surprise factor in that the opposition knows the 
baserunner is slow and will not be looking for the 
steal; b) assuming the steal succeeds, the runner is 
now at 2nd and in scoring position; c) if the steal 
fails, then in the following inning the No. 8 hitter 
would lead off instead of the pitcher. 

HARBAUGH: You see what Shaw's driving at. 
This strategy considers future events. In baseball, 
sometimes a strategy that fails often sets up a 
better strategical situation the following inning. 
In this case, failure on the steal would place the 
No. 8 hitter up and if he gets on base, then the 
pitcher's lack of hitting ability is not nearly as 
poor an asset as it would be in the previous 
inning, were he to come to the plate with several 
men on base. 

McCAULEY: The amazing thing is this strate 
gy, which we have chosen best because it does 
consider surprise and events to follow, was 
selected by only 1.5% of the contest entrants. 

THE GENERAL: Yes, it was the 2nd worse 
strategy, as far as subscribers were concerned. 
What then did your staff consider good alternate 
strategies? 

HARBAUGH: Let me quickly run down the 
whole list of nine: the 2nd best would be 
Strategy "□". On a hit and run, the slow runner 
gets a head start and would likely score on just a 
double, If the batter misses the pitch, then the 
situation has automatically reverted to "B". The 
reason that "D" is not quite as good as "B" is in 
the event the batter's hit does not score the 
baserunner, then you are left with men on base 
and the pitcher coming to bat. 

McCAULEY: Which means that another strate- 
gical decision must be • made, and usually an 
unpopular one of deciding whether or not to 
pinch hit for a good pitcher that early in the 
game. 

HARBAUGH: Incidently, "D" scored as only 
5th best among subscribers. We rated as 3rd best, 
strategy "H". Here you are losing the element of 
surprise when you put in a fast runner to pinch 
run for your slow baserunner. Naturally, the 
opposition is expecting something — possibly a 
steal attempt maybe as in strategy "F." So what 
you do, to offset a possible pitchout, is to flash 
the hit and run. As you know, the pitchout is a 
right good pitch to hit in a hit and run situation; 
if hit, it will likely end up deep in the right field 
corner, easily scoring the baserunner. This strate- 
gy is also good from a counter move situation. 
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The opposition, if guessing that the hit and run is 
on, will either pitch way, way outside or jam the 
hitter way inside. A way outside pitch may get 
away from the catcher; a way inside pitch may 
hit the batter or make it tougher for the catcher 
to throw accurately down to 2nd base, since the 
baserunner will be moving in any event. 

THE GENERAL; How did the subscribers pick 
this strategy? 

SHAW; I'm glad you asked. They picked it 
number one. It was mentioned on 22% of the 
entries. 

THE GENERAL: What's so bad about that? If 
they picked your third best as their first best, as 
least they were in the ball park. 

SHAW: Ahhh, but you are missing our point 
Of the three best strategies, they picked the one 
with the lem element of surprise. Remember, 
Ludwig, there is no guarantee that any of these 
strategies will work, and certainly when you tip 
off the opposition that something is brewing, the 
success rate drops sharply. Strategy "B" has la 
have the highest success rate because in no way is 
the opposition tipped off, 

THE GENERAL: Well, Shaw, its been said that 
most strategies are obvious because the situation, 
at the moment, demands it. For example, in a tie 
game, in the last of the 9th inning you have a 
man on first with none out - what do you do? 
Everyone in the bait park knows that you're 
going to bum him down to scoring position. 
Right? 

SHAW: Right. But, tell me this, how often 
does that result in winning the ball game? Oh, I'll 
admit its the only thing to do — if only to 
eliminate the double-play possibility. But believe 
me, statistics show that more ball games are won 
In the last Inning on homeruns than on moving 
the baserunner around the bases in steps. Rather 

than give the opposition an out, sometimes I'll 
take my chances on getting three men swinging 
from the heels. What I'm trying to say here, is a 
strategy pays off more often when the surprise 
element is considered. And, because I think this 
is true in other areas outside of baseball, we were 
especially surprised, and shocked, to see that 
element ignored by wargamers who probably 
consider themselves expert strategists. 

McCAULEY: This point is more graphically 
demonstrated when you consider that 60% of the 
contestants chose one or more of the remaining 
six strategies, which were very poor indeed, 
involving no surprise factor at all, 

SHAW: Well, Charlie, let's list them anyway 
just to give the readers our rationales. 

HARBAUGH: Starting back with "A", the 
drag bunt is bad, man. Even if successful, you 
haven't scored anyone and your right back in the 
strategical soup in having to decide what to do 
with your weak hitting pitcher coming to bat. 
Almost as bad is "C". The No. 8 batter, who is 
weak to begin with, has lo poke it mighty far to 
score the baserunner. If he gets a basehit, but 
doesn't score the baserunner, then again you're 
faced with the unpopular decision outlined 
earlier. "E" is a little better, only in that a power 
hitter has a better chance of getting the base- 
runner home. But, it's too early in the game to 
waste a power hitter, particularly if he's left- 
handed, since the opposition may counter with a 
left-hand chicker. "F" — well, that ain't bad, but 
by inserting the pinch runner, you've alerted the 
opposition to something. A good control pitcher, 
which the opposition likely has on the mound 
because of the low score, could afford to throw 



two pitchouts to your No. 8 batter. With "G", 
you're in about the same boat as with "E". It's 
simply too early in the game. We didn't think 
that "I" was that bad art idea; (it was the 
strategy least picked), because a hit batter would 
put the baserunner in scoring position. However, 
again you're in the old "what to do with the 
pitcher coming up" problem. And the bat 
ter . . well, resting in a very comfortable room at 
the hospital, 

THE GENERAL: All in all our subscribers 
weren't that bad, now were they? After all, their 
unfamiliarity with the sport may have had a lot 
to do with their poor showing don't you think? 

SHAW: To some degree, yes. But, when you 
consider that less than 10% of your subscribers 
took part in the contest, I'd say that the 
disinterested had already been weeded out. And, 
this is why I tremble. Is the thinking and 
planning of our military leaders along these 
lines??? If so, the safety of this country is . . . 
in . . . big . . . bad . . . trouble. 

THE GENERAL: Still, you're building your 
whole case around one little element. 

SHAW: Surprise is one tittle element??? I'm 
firmly convinced that all other elements being 
fairly equal, surprise is the one and only factor 
That separates the men from the boys. History 
has proven this . . . Midway, Ardennes, Chancel 
lorsville — in fact, Chancel lorsville is a classic 
example of utilizing surprise to the extent where 
to employ it, meant going against the grain of 
basic do's and don'ts of the principles of war. 
Here, Lee divided his already outnumbered 
forces, splitting them on inferior lines, and in so 
doing completely dumbfounded the Union forces 
that had outnumbered him in total forces. You 
talk about nerves of steel. While it cost him his 
right hand man, General Stonewall Jackson, it 
won Lee that immeasurable acclaim which, in 
itself, probably prolonged the defeat of the South 
several years. 

THE GENERAL: Perhaps you are being too 
harsh with these wargamers. Remember, that it is 
more difficult to effect surprise when playing our 
games. This is due mainly to the fact that the 
field is an open book to everyone. A player 
cannot sneak up behind the enemy because the 
enemy can see; in real life, of course, the enemy 
can't always see. So, because areas of surprise are 
thus diminished, game players don't have the 
opportunity to execute surprise maneuvers that 
they would have in a real battle. 

SHAW: This is true, of course, to some extent. 
But by surprise, I don't always refer to the effect 
of sight or lack of it. There are many other 
subtleties of play around which players may build 
elements of surprise. For instance; in D-Day most 
Allied players do not use the Paratroop provision 
to advantage. What they wrongly do is to use 
them too early in the game. Much of the German 
player's tactical thoughts are built around pre- 
venting the Allies from dropping paratroops at a 
point where great harm might be inflicted. Thus, 
the Allied player has a tremendous surprise 
potential here — even if he never drops his 
paratroops, he's certainly kept the German player 
wondering. Sometimes it pays to play "eratically" 
just for the sake of being erratic. The important 
thing to remember is not to allow yourself to be 
typed; in Stalingrad just as in Baseball Strategy, if 
you happen to fall into a pattem-of-play, you 
aren't going to win many games. 

THE GENERAL: Man, are we going to get 



Expansion 
atS&T 

THE GROWTH of PAC and "Slrategy & 
Tactics" continues, both in the quality of the 
magazine and its distribution. Now being sold 
over the counters of more and more hobby and 
book shops throughout the country, S&T will 
soon not only be the broadest, most comprehen- 
sive maga/.ine on battle gaming, hut will be the 
most widely circulated. 

The May-June issue of S&T will see two-color 
work and improved reproduction through the use 
nl slick paper. An expansion in the size of the 
magazine (now ;il 32 pages) is expected later this 
summer. 

Most importantly, however, S&T continues to 
attract those writers with something vital, author- 
itative and informative to say — not only in the 
field of Avalon Hill games, but in all fields of 
battle gaming. The latest addition to the S&T 
staff is Mr. Sidney Sackson. 

Sid has designed several published games for 
3M, Milton Bradley and others. In addition, lie 
has recently completed the manuscript for a book 
on adult games to be published by Random 
House this fall. Mr. Sackson is well known as a 
game expert and adult game designer, and has 
done design und consultation work for every 
major manufacturer plus Life and Playboy 

S&T. by the way, may be purchased for SI. 50 
(single copy) or subscribed to for $7 50 yearly at 
Box 11 -1S7, Unidunville, New York 12211. 



letters. I hope you are ready to defend yourself. I 
venture to say that come summer vacation time, 
they're going to descend upon you in droves. 

SHAW: I realize that I've probably alienated 
many of our own customers. But if you take the 
time to read these Opponents Wanted ads and see 
all these "perfect undefeated records" you can 
fully understand why certain people can and do 
win all the time. Of course, I'm aware that there 
are some pretty darn good wargame players 
around. They know what I'm talking about. 
Perhaps the benefit here is the awakening ol the 
perennial losers. I'm just amazed at how many 
there are ... . 

THE GENERAL: For every winner there must 
be a loser. The point of this whole discussion, 
obviously, is in the way the losers are losers. A 
word to the wise is sufficient; we just threw in 
more than just a word to the unwise. And to 
those who, indeed, are planning on a summer 
invasion of Avalon Hill, please remember that 
tours are available only on Tuesday mornings 
between 8:30 and 11:00 A.M., preferably by 
appointment. Simply write or call ahead of time 
so that we may arrange to have the tour provide 
the greatest benefit and interest possible. The 
summer lull, being what it is, precludes your 
actually seeing test games in progress. However, 
we will be happy to give you a tour of the 
printing plant and answer questions concerning all 
aspects of the development of games. You might 
even see Shaw hitting fungoes to his infielder 
stationed in the camera dark room. 
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Club of the Month 



A review of the Avahm Hit! Intercontinental 
Kriegspiel society' is the 2nd in a series of articles 
concerning organizations we feel are making 
positive contributions in the art of wargaming 
Our thanx to their Vice-Prestdent-Treasurer, 
Richard A Holcombe, 45 Kimberlin Heights 
Drive, Oakland, Cat 95619, for supplying us data 
for the following review 



The Avalon Hill Intercontinental Kriegspiel 
Society was founded March 14, 1966 by Fred 
Webster, Henry Bodenstedt, Ken Norris and Chris 
Wagner, whom we may call the first wave. 

Its initial purpose was to provide a forum 
within which 

1) an internationally useable play-by-mail 
system could be utilized. 

2) to encourage the spread of wargaming 
outside the U.S.A. 

3) to provide members with mature appo 
nerrts who would complete games prompt- 
ly and fairly. 

The first was achieved by the utilization of the 
International Combat Resolution Key (ICRK) 
which must be distributed by a central third 
party. By its nature, an organization had to be 
founded. This instrument comprised a series of 
balanced and unbalanced predetermined die rolls 
from which each player may be given his oppo- 
nent's die rolls prior to commencement of a 
game. Naturally the player cannot tell the se- 
quence in which his opponent will utilize these 
die rolls. 

The second largely stems from the ICRK, War 
games such as produced by Avalgn Hill are 
virtually unknown outside the U.S.A, although 
military miniatures and related games such as 
Donald Featherstone's are popular. Chris Wagner 
played a major part in spreading the word in Asia 
while the growth of AHIKS in Great Britain was 
due to the efforts of Ken Norris. 

The third was the most difficult challenge for 
AHIKS. How could they determine the reliable 
applicants from those who might blow hot one 
day but lose interest the next? Experience has 
proven no perfect method, but they have learned 
that the youthful applicants are less likely to 
retain their interest As a result AHIKS has 



followed a policy of restricting membership to 
those 25 years of age, although exceptions are 
made for service men, wargamers of national 
stature, and those referred by existing members. 

The Second Wave (July 1967 — September 
196B). 

As AHIKS grew, additional officers were elect- 
ed to help defray the increased work load. The 
most active of these was Richard Holcombe, who 
started as Treasurer in January 1967 and found 
himself involved with the Secretarial, ICRK meist- 
er, Judge and Editorial responsibilities by the end 
of the year. This was due in part to the 
communications difficulty in AHIKS hierarchy, 
but primarily due to the press of other obliga- 
tions on the other officers. Although AHIKS 
continued to grow for a time, Henry Bodenstedt, 
who had provided most of the energy behind the 
operations of the Society, had to take a less 
active role after founding his hobby business, 
Continental Hobby Supplies. 

Richard Holcombe, with the assistance of his 
wife Jeanne and brother Ted. did the best he 
could to keep things running. He soon deter- 
mined that either AHIKS must restrict member- 
ship or find a more viable method of distributing 
the responsibility. In the fall of 1968, regionaliza- 
tion was approved by the AHIKS membership. 

The Third Wave (September 1968 - present}. 

New officers arrived on the horizon even 
before regionatization took place. Omar DeWitt 
provided an excellent Judge, and in Bob Johnson, 
AHIKS finally found an Editor who could get its 
quarterly magazine "The Kommandeur" out on 
time. The advent of regionalization has provided 
a new flexibility to AHIKS organization without 
destroying its essential centralized services. An 
organizational chart of AHIKS presently would 
look like this: 



President (F.A. Webster) 



Vice President 
(H.H. Bodenstedt) 



Vice President-Treasurer 
<R,A. Holcombe) 



I CRK meister 
(J.T. Holcombe) 



J 

Southern Region 
S.A. Cochran, Jr. 
805 Citizens Bank 

Blclg. 
Tyler, Texas 75701 



Editor 

(R.E. Johnson) 



Judge 

(O.L. DeWitt) 



Regional Directors 



T 



Central Region 
D.J. Simecek 
7147 Southern 

Vista Dr. 
Enon, Ohio 45323 



Eastern Region 
R.D. Evans 
97-26 110th 

St. 
Richmond Hill, 

N.Y. 11419 



British Region 
DJ. Turnbull 
6 St. George's 

Ave. 
Timperley. 

Cheshire, 

England 



The Western Region, including Asia, is still 
administered by R. A. Holcombe. 

While there is no desire to change from the 
initial purposes of AHIKS, each Regional Director 
has full authority to expand services within his 
Region. Until now AHIKS has been purely p.b.m. 
However, we have always encouraged face-to-face 
play, and hope there will be enough interest in 
one or more of our Regions of a convention 
soon. 

No requirements are made of members except 
that they make their wishes known. Some appear 
to be inactive, simply retaining membership for 
the magazine; many have only one or two game 
assignments; while others are very active. We have 
three Diplomacy games underway (Bob Johnson, 
our Editor, is Gamemaster), and all other assign- 
ments are Avalon Hill games. Although we pro- 
vide official interpretations and occasionally mod- 
ifications of the game manufacturer's rules, and 
rulings upon misunderstandings, these are not 
binding whan both players can agree to an 
alternative. 

Dues are $5.00 annually {2/10/ - sterling), and 
there is an initiation fee of $3.00 (1/5/ - 
Sterling), Those interested in the Society are 
encouraged to write the Regional Director nearest 
them. 



Loser's 
Syndrome 

by Jared Johnson 

A common disease among wargamers is a little 
gem called Kronic Loseritis, characterized by the 
"loser's syndrome", an aggregate set of various 
symptoms which begin to manifest themselves 
anytime the sufferer becomes involved in a 
wargame. A summary of these symptoms is as 
follows; 

1. Increased nervousness, restlessness, and 
pronounced fidgeting. 

2. Various motor disturbances; rigid posture, 
overt tension, giggling, facial grimacing, repetitive 
movements, taps pencil, mumbles to self, startled 
glances. 

3. Hypertension; bounding up and down on 
the seat. 

4. A rather pale and inflexible physiognomy. 

5. Frequent glances at his watch or the wall 
clock. 

6. Casual, but aimless thumbing through the 
rulebook. 

7. Increasing impatience with the time it 
taxes opponent to move. 

8. Seemingly accidental rollings of the dice 
into the pieces, messing everything up. 

9. Increased hostility toward his opponent 
and anyone standing around watching the game. 

10. increasing inability to concentrate. 

11. Frequent attempts at rationalizing his loss 
with remarks like: "This game doesn't really 
count." "I'm just fooling around . . . trying a new 
strategy." "I'm not really trying," 

12. Attempts to disrupt the game so that it 
doesn't come to a final and official conclusion. 

13. Frequent and meaningless outbuists of 
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laughter, provoked by no apparent external fac- 
tors. 

14. Frequent comments on what sufferer 
would rather be doing than staying cooped up 
indoors playing this dumb game. 

15. Occasional remarks about Ihe luck factors 
in the game and making profound statements 
like; "Any game where you throw the dice can't 
be a/f-skill." 

16. Increasing attention to possible mistakes 
and illegal moves opponent may be making. 
Quick to inform opponent that such and such is 
illegal before opponent has even done it. 

17. Increased nail-biting, finger-tapping, teeth- 
gnashing, and/or wiping sweat off palms of hands. 

18. Hypochondriasis. May develop psychoso- 
matic headaches or dizzy spells as an excuse to 
not finish the game. 

19. Profuse sweating although the room is 
quite cool. 

20. Constant blinking and squinting over the 
board although nothing is wrong with the light- 
ing. 

2L Loss of contact with reality. Focusing on 
the game, sufferer becomes impervious to extern- 
al surroundings. 

22. Battle fatigue. 

23. Paranoia. Feelings of persecution. 

24. Superstitious behavior. Rolls the die sever- 
al times before an important battle to "use up 
the bad numbers." Rolls the die after a battle a 
second time to see what "he might have rolled." 

25. Deliberate errors made once he sees he is 
dead, because he doesn't want to prolong the 
misery, nor give his opponent the satisfaction of 
just conceding. 

26. May threaten to never play the game 
again. 

27. Self-induced amnesia about the game at a 
later date. Will not remember the time you 
stomped him in such and such a manner. 

These are only a few of the major and more 
obvious symptoms, and is not meant by any 
means to be a complete list. The symptoms 
increase in intensity as the disease progresses. 
Each game loss strengthens the disease, but like 
the compulsive gambler, he cannot quit, and 
keeps coming back to get beat again, thus 
revealing a slight masochistic streak. Certain peo- 
ple are mote susceptible to the disease than 
others; namely history nuts, just plain game nuts, 
and dumb people. 

Although not common, there have been a few 
isolated reports of homicidal tendencies among 
those with Kronic Loseritis. 

There is only one good thing about this 
disease. Fortunately, it does not seem to be 
contagious. For some strange reason, in an iso- 
lated region where there arc only two wargameis, 
and one of them comes down with Kronic 
Loseritis, the other seems to have developed some 
sort of immunity. In fact, the best way to 
protect yourself against Kronic Loseritis is to 
surround yourself with others with advanced 
cases of the disease. 

There is no known cure, although Avalon Hill's 
game, Squander, and a few other pure luck 
games, seem to provide some temporary relief. 
Kronic Loseritis is a terminal disease, which 
means you have to put up with it for the rest of 
your life. 

Jared Johnson 
1548 Rochelle Drive 
Chamblec, Georgia 30341 



Inverted Schlieffen 



by Donald Wolff 
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In past issues of this magazine, we've read the 
debate for and against the southern, northern, 
and combined offensives of the Germans in 1914. 
Since this is only a game, you may try all of the 
different plans without the disastrous results of a 
real war. So why tie yourself down with a single 
strategy? 

To you, who are conservative players, skip to 
the next article. However, if you're willing to 
take a risk, continue. 

First find an opponent willing to be the 
French, There's a few of those around. Then 
from German mobilization squares 30 to 24 and 
behind, mass the western German army, except 
for the troops covering Metz and Strassburg, and 
the entire cavalry force. 

IMPORTANT - REMEMBER AND 
PROTECT YOUR CAVALRY! 

With the siege artillery blasting Epinal and 
Belfort, the 305 's should clean-up the line of 
fortification squares between the two cities. Once 
these obstacles have been cleared, the infantry 
should swing north, over run Toul and Nancy, 
and form a line, However, a few corps with the 
siege artillery should move against Dijon and 
Langres. Once Dijon and Langres are occupied, 
the cavalry is free to begin its operations. 

The cavalry, now, should swing up and behind 
Paris, taking care to cover the rail lines needed to 



insure their supply. If everything is holding in 
eastern France, continue the swing north behind 
Paris with the cavalry until you reach the 
channel. 

And if the "most incompetent French general 
could hold the channel ports and northern eco- 
nomic areas" - (Brooke Duvall, General. Nov- 
Dec, 1968) so much the better. 

So what?" 

"French units must be able to trace a rail line 
back to either the south or west edge of the 
board." 1914; INSTRUCTIONS. 

Since all French supply lines are now cut, 
French and British units lose one step per turn, 
as long as they're isolated. Those single corps per 
fortification square can only operate one square 
from their forts. 

So, now it is just a mopping-up operation for 
the Germans. Once finished with the French, the 
German player may or may not invade Belgium 
with the time remaining. 

This plan off-sets the expectation of a German 
invasion of Belgium and the French troop con- 
centration on the northern and central French- 
German border. 

I agree this is not a perfect plan, but what plan 
is? 

Donald Wolff 
1209 Huntly Drive 
Columbus, Ohio 43227 
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3-Player Waterloo 



by Naomi R. Goldwasser 



Not infrequently the need for a good three- 
player game arises. Some of the originals I've 
encountered are interesting but none of them 
even approaches the excellence of the typical 
A.H. games; and all of them reflect the strengths 
of their creators . . . and rarely his weaknesses. 
Worse still, most of them stagnate too quickly 
. . . there being no valid primary and secondary 
objectives worth the risk ... so everyone sits 
around ... apparently willing to settle for an 
honorable tie. The rules I have sketched out 
below provide a secondary objective which, if any 
side achieves it for any period of time, would 
make the primary objective relatively easier (a 
attain. Thus, if any player controls the "bonus 
cities" the other two will quickly become highly 
aggressive since, if they do not, the game will be 
quickly over. 

A. Initial Placement: 

1. French: placed firsl anywhere on Southern 
half oT board. 

2. Prussians: Placed second. N.E. quarter. 

3. British: Place last N.W. quarter. 

4. No unit may be placed on a border square. 

B. Turns and Moves: 

1. Players take turns starting with French, then 
Prussians, lust British. Each player moves all 
his pieces in the normal manner resolving 
combat against all enemy units in whose 
zones of control he finds himself . . . 
regular Waterloo rules apply. Although 
treaties and alliances may be negotiated they 
arc not enforceable by the rules of this game 

. - and the word never reaches the troops 
in (he Held, i.e. if your unit is next to a unit 
of your ally, combat, nevertheless, must 
result. 

2. Three turns constitute a move. 

C. Capitol Cities: 

1. Each player selects a "Capitol City" some- 
where in his territory. Once chosen it is 
marked with an HQ unit and cannot be 
moved (Scotch Tape helps). 

2. Capitols are permanent fortresses (see 
Bulge). A unit defending his home capitol is 
tripled. An enemy unit defending a captured 
capitol is basic. 

3. Capitol cities provide replacements of four 
factors per move - taken at the start of 
each turn, Factors may be accumulated (see 
S-Grad). 

4. The capitol city has a permanent defensive 
factor of 2 (which may be considered as two 
units). By permanent we mean that even 
while occupied the city provides a defensive 
factor of 2 which must be contended with by 
any occupying units! The permanent factor is 
not tripled! 

5. If a capitol city is attacked, any accumu- 
lated replacement factors must be contended 
with at basic odds . . . taken as a single 
unit or as many units as the attacker deems 
fit. 

6. An accumulated replacement factor forced 
to retreat is eliminated . . . otherwise all 
results are to be resolved as if an actual unit 
existed. The permanent factor cannot be 



altered by combat results ... it will be 
back each and every turn! 

7. A capitol city loses its replacement capacity 
as soon as it is occupied, completely sur- 
rounded by enemy zones of control, or it is 
attacked. It will regain full status as soon as 
it is evacuated, it breaks the encirclement, ot 
it goes one full move without being at- 
tacked. 

8. To capture a capitol city, the enemy must 
eliminate ail units holding the capitol, elim- 
inate all accumulated replacement factors 
and overcome the permanent defensive fac- 
tor either by rolling l)B2, UElim, or having 
survivors after an exchange. Attacking units 
may advance after combat only when all 
three of these conditions have been met. 

9. A capitol is considered captured and held 
only during those moves when enemy units 
actually occupy the capitol and can trace an 
unbroken line, free of enemy zones of 
control, to their own home capitol; and the 
capitol itself is free of opposing zones of 
control. 

1 0. Once one "nation" takes and holds an 
opposing capitol for 4 turns, including the 
turn of capture, he has complete control 
over all the units of thai nation This is 
always subject to the permanent defense 
factor and even though he controls these 
units, if they come into contact with his 
own units, combat must result. Clearly, he 
will have two moves to the remaining op- 
ponent's one . . . but, under certain cir- 
cumstances (which 1 leave to you to figure 
out) it is possible he. may lose control of 
these "captive" units . . . either to their 
original general or to the other player. 

1 1. Accumulations cannot be incorporated into 
units while capitol city does not have re- 
placement status! 

D. Attrition: 

For each move in which a nation enters a unit 
into or maintains a unit in enemy territory 
there is a charge of one combat factor per each 
violated nation which is taken at the end of 
the turn - before combats are resolved - and 
which may be taken from anywhere on the 
board or from accumulations in his own home 
capitol. 

E. Secondary Objectives 

1. The cities of Ntvelles and Quatre Bras are 
"bonus cities." If a player holds both of 
them, i.e. has a unit in them and they are 
free of enemy zones oT control, he will be 
entitled to a bonus. 

2. Bonus: At the end of the first move when a 
player has satisfied the above conditions he 
will receive a bonus of 2 combat factors 

... to be taken immediately in either of 
these cities or his home capitol ... or 
accumulated in his home capitol. 

3. At the end of the second move he get 4 
factors. At the end of the third, 5 and so on 
6, 7, 8 . . . etc. Hence, there may be some 
dispute over these towns . . especially if 
someone is getting 16 factors per turn! 



4. Once the bonus condition is broken, it starts 
all over Egain at 2 regardless of whether or 
not the original holder can retake the bonus 
cities. 

5. Caution: Bonus cities must be kept absolute- 
ly clear of enemy zones of control. A 1 to 
100 attack, launched by a small but dedi- 
cated unit, will cause the whole bonus status 
to revert back to 2' (In this event at least a 
full move must take place to re-establish 
bonus status . . . hence it is quite possible 
that the bonus cities may be held at the 
start of a player's turn without his being 
able to avail himself of the bonus!) 

6. Units defending from bonus cities are 
doubled. 

F. How To Win: 

This one's simple ... he the last survivor! 

Naomi Goldwasser 
245 E. 81st Street 
New York, N.Y. 10028 



Strategic 
Defense 
of France 



by Alan Augenbraun 

Compared to the Allies, the German forces in 
D-DAY are vastly inferior. With the exception of 
the few SS and Panzer units, the Germans are 
outclassed in mobility and offensive power. More- 
over, the Allies, in the Tournament Game, threat- 
en to invade on two fronts, thereby delaying a 
total German defensive deployment against the 
(Tret assault. 

Thus, with a thin crust defense against a 
superior enemy and with no central reserve to 
bolster it, the German position is critical. If the 
German commander fails to guess the invasion 
urea, the ensuing German effort will prove too 
tittle and too late. Through a misjudgment in 
initial deployment, German forces may arrive in 
the invaded area too late to stop an Allied 
advance or capture of key positions. Similarly, 
faulty deployment can cause the German com- 
mander to commit his forces lo the hatlle in 
piece-meal fashion. This effect of "too little and 
too late" will then prove disastrous to the 
German campaign. 

Strategic defense presents a possible solution to 
the German problem. Its purpose is to "force" an 
Allied invasion of whatever area the German 
commander wishes. German forces can then be 
deployed for the necessary action. To do this, 
five of the invasion areas should he adequately 
defended; the features of the remaining two must 
leave the Allied commander with only one 
choice, that decided upon by a competent and 
calculating German player. 
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For example here is a set-up I use which 
usually forces an invasion of South France. The 
Static Army, including all static infantry and HQ 
units plus the 6th Para. Rgt., lines the coast from 
F13 to. P2G in a uniform strength of six defense 
factors per square. Ostend is manned by two 
static divisions, and the fortresses by one each. 
One division, plus the 6th Para. Rgl. are assigned 
to Dieppe, while three HQ units each go to 
LeHavre and Cherbourg. The remaining two HQ 
are placed in St. Malo. The slowest moving Units 
are thus closest to the German border in case of 
a collapse of the German front. 

Part of the Regular Army, which includes all 
regular infantry and parachute divisions, is dis- 
persed immediately behind the Static Army to 
protect the rear from an airborne attack. Typical 
deployment would cover Amsterdam, J 16, M20, 
N23. P25, and R27 with one division each. The 
rest of the Regular Artny is stationed in Le Havre 
and Normandy. Avranches, Carentan, Bayeux, 
Caen, Argentan. and Q28 each get one division; 
two divisions go to R29. 

The Panzer Army, made up of all German 
panzer and panzergrenadier units not initially 
assigned to Germany, is situated in the Nor- 
mandy-Brittany area with some exceptions. The 
1st, 2nd, 12th, and 17th SS, along with Lehr and 
the 9th and 11 ih Panzer Divisions cover Rouen, 
U34, T35, X36, X3S, Z40. and St. Nazaire. 

The effect of this deployment presents the 
Allies with unfavorable odds from the North Sea 
through LeHavre. While a beachhead can he 
established pretty easily in Normandy and Brit- 
tany, the Panzer Army threatens to bottleneck 
any advance. This would gain valuable time for 
the German until the second invasion til Turn No. 
9; only seven more turns will start the German 
replacement rate. For these reasons, it is unlikely 
that the Allies would invade any of these areas. 
Biscay, with its little defensive terrain, slow 
buildup rate, and a Panzer Army "next door" 
likewise is a poor choice. That leaves South 
France, which the German commander expects. 

An Allied sweep around the mountains through 
Sete and Toulouse Can be precluded by placing 
21st and 116th Panzer at TT40. Further, the 
Allied west flank, once the Allies leave the Rhone 
Valley, can be denied the vital security of Vichy 
by placing 2nd Panzer Division within a week's 
striking distance of that city. 

All German armor, including the Germany- 
based Panzer Reserve, can move on the Allied 
flanks, where favorable combat odds should crop 
up once the Allies leave the protection of the 
Rhone Valley. 

In short, the benefits of a carefully planned 
strategic defense arc clear. The German com- 
mander can almost virtually dictate the choice ol 
the invasion area, and, consequently, can be 
well-prepared to meet the attack. With luck, he 
may even win a decisive victory in the opening 
weeks of the game. While Strategic Defense is not 
foolproof, it at least offers the Germans a 
possibte road to victory, and for the inferior 
German forces, that is more than they can ever 
expect. 

Alan Augenbraun 
909 Eastern Parkway 
Brooklyn. N.Y. 11213 



Divide and Conquer 



by Steve Grimmett 



In the course of many games of TACTICS II in 
the last few years, I have discovered that one 
particular strategy, when employed by Red, prac- 
tically guarantees success, providing that: A) Red 
moves First, B) the weather is good; and C) the 
nuclear capacity rule is not used. The advantages 
of this plan are that Red wins, (obviously) and 
that there is not much Blue can do (short of 
upsetting the board) to stop Red from winning, if 
the plan is properly effected. 

To use this plan effectively. Red Commander 
must remember two things at all times. First, in 
the early stages, KEEP MOVING'. Any delays 
work in Blue's favor. Never let your opponent 
rest. Second, do not, under any circumstances, 
split your armor before at least turn 4. Remem- 
ber these two things, and Red's success becomes 
virtually assured. 

The initial deployment of Red's forces is 
extremely important, and should be as follows: 
I ARMY GROUP Bivouac Area - 

I AGHQ 

— 1 Army Bivouar Area - 

tArmy HQ( 15-15) 

1.2 Mt. Div. (16-15, 16-16) 

one CD Inf. Div. 

— I Corps Bivouac Area - 

1 Corps HQ (8-6) 
six (6) Inf. Div. 

— II Corps Bivpuac Area — 

II Corps HQ( 1 5-22) 
six (6) Arm. Div. 

- II Army Bivouac Area — 

II Army HQ (25 18) 
three (3) Inf. Div. 

- Ill Corps Bivouac Area - 

III Corps HQ (29-1 9) 
six (6) Inf. Div. 

- IV Corps Bivouac Area - 

IV Corps HQ (38- 10) 

2 Amphib Div. (39-13) 
five (5) Inf. Div. 

Replacement Bivouac Area - 
1 Amphib Div. (19-8) 
1,2 Para Div. (20-5,20-6) 
four (4) Inf. Div. 
Having placed his forces, Red is ready to 
proceed. 
TURN ONE: First Phase - 

Red begins by assaulting the beach southeast 
of Blue City 43-43, capturing the city, and taking 
a position in the city, west of the river. 2 
Amphib and four divisions of IV Corps then land 
in the city and assume a defensive stance to the 



north and west, taking care to defend the bridge 
at 34-42 and the northwest road from the city 
against a possible Blue counter-attack. Simul- 
taneously, the remaining division of IV Corps 
moves to defend the northern mountain pass to 
prevent Blue from using it, and IV Corps HQ 
moves into Red City 43-16, for defensive pur- 
poses. 
Second Phase — 

Having diverted Blue's attention to the south. 
Red now sels about securing his main objective 1 
Para Div. drops just west of Blue Capital, cap- 
tures it, and moves southwest to a defensive 
position at 25-36. 1,2 Mt. Div. embark from 
RC13-16, land in Blue Capital, and move to 
positions in the mountains to the west. Then II 
Corps lands in the capital, and establishes a line 
north of that city, while H Corps HQ defends 
bridge 22-39. Four divisions of 1 Corps then 
move to defend the flanks and rear of II Corps, 
especially the bridge in the capital (22-42), 

III Corps meanwhile detaches two divisions to 
RC 19-27. The four remaining divisions move to 
defensive positions 29-31, 27-31, 26-32, 25-33. II 
Army Command Group then moves toward n 
Corps' western flank, and 2 Para Div. drops into 
the gap between II Corps and II ACG to prevent 
Blue from stopping the junction of those two 
forces. 

The two remaining divisions of I Corps and I 
Corps HQ then move by sea to RC3-28, and 
assume positions east of it. The remaining divi- 
sion of I ACG defends the bridge at 10-27. The 
other (replacement) divisions deploy to the un- 
defended Red cities to protect them from enemy 
paratroop or amphibious maneuvers. 

As a result of this brilliant maneuver, Blue is 
left with several alternatives, any of which Red 
can counter with relative ease. Red IV Corps' 
position is the real thorn in Blue's southern side, 
for it poses a Constant threat, which can never be 
done away with because of the Red threat 
elsewhere, In the north, Red II Corps, with all 
that Armor, is intimidating even if it never 
moves, and if and when it moves, it is deadly. 

But, whatever Blue does, Red must push his 
opponent constantly. Red has a tremendous 
advantage, and at this point Blue cannot win, 
unless Red lets him. If Blue doesn't reverse the 
situation by Tum 4, he should consider asking 
for terms. 



Stephen Grimmett 
1908 Nueces St. 
Austin, Texas 78705 
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If Heth Had Gone Forward 



by Gary Gygax 



In the early part of 1863, neither the Confed- 
eracy nor the Union had gained the advantage in 
the Eastern Theater of the Civil War. The 
Confederate forces had won virtually every major 
battle thai had been fought, but they had not 
destroyed the Army of the Potomac. Lee's 
invasion of the North had ended in a Confederate 
retreat after the Battle of Antietam Creek, but a 
truly decisive battle was yet to take place. 

After the Confederate victory at Chancellors- 
ville, Lee reformed the Army of Northern Vir- 
ginia and began preparations for a second inva- 
sion of the North. He determined to cross the 
Potomac west of the Federal position and invade 
Pennsylvania, for he was sure that his army could 
bypass and easily outmarch the slow-moving 
Army of the Potomac. The total strength of the 
Army of Northern Virginia was about 75,000 
men of all arms. Although the Confederate Army 
was outnumbered by the Federals, as it usually 
was, the disipline and morale of the soldiers were 
superb. Lee had no intention of relying on a 
long, vulnerable tine of supply to connect him 
with his southern bases. Only powder and ammu- 
nition would come from the South; the army 
would forage for the remainder of its supplies as 
it moved Early in the month of June, 1863, Lee 
started the Confederate Army moving on its 
northward march with a heavy cavalry screen to 
conceal the movement. The Army of Northern 
Virginia marched northward in corps and crossed 
the Potomac River in various places over the 
period af about two weeks. The invasion had 
begun. 

On June 27, General Early's Division of Lee's 
army ransomed the city of York, Pennsylvania, 
for a large quantity of food, clothing, and 
money. Other Northern cities that fell into 
southern hands were stripped of any supplies that 
the Southerners were in need of. and the entire 
Confederate Army would soon be in an excellent 
position to march on either Baltimore or Phila- 
delphia. A call for volunteers to repel the 
invaders was sounded throughout the state, but 
there was little response to it. 

To his surprise General Lee learned that the 
Federal Army was also across the Potomac and 
marching northwest toward his rear, Meade had 
replaced Hooker as tile commander of the Army 
of the Potomac, and he was intent on slopping 
the Rebel invasion. Lee ordered a speedy concen- 
tration of his forces which were widly deployed 
through southern Pennsylvania, knowing that 
Meade must be beaten and the road to Baltimore 
and Philadelphia opened thereby, or the invasion 
would end in failure. Not only would defeat of 
the Federals enable him to move freely in the 
North, it would also force the withdrawal of 
Union troops from the west in order to protect 
Washington. This would remove pressure from 
Vieksburg and the other Confederate positions in 
the Western Theater of the war. 

Lee firmly believed and not without reason 
- that the contact with the realities of war that 
the invasion brought to the Northerners would 
strengthen the already growing peace movement. 
The call for peace was being made chiefly by the 



Democrats, but if the cry grew loud enough the 
Republicans in the Federal Government might be 
forced to yield to them. Across the Atlantic, 
Lord Russell wrote to Lord Pnlmerslon about the 
possibility of England's intercession in behalf of 
the Confederacy, for il seemed as if the Army of 
Northern Virginia was but one step away from 
capturing the Federal capitol of Washington. The 
British recognition of the Confederate States as a 
seperate nation was something that the South had 
depended upon when they seceded from the 
Union, but this was now held as a forlorn hope. 
As the English debated at the question of 
recognizing the sovereignty of the Confederate 
States of America, Lee's army was rapidly con- 
verging on the town of Gettysburg, Pennsylvania, 
where it was to regroup. 

Heth's Division of the Third Corps of Lee's 
army had advanced toward Gettysburg along the 
Chambersburg Pike on June 30. Heth's orders 
were to hold the city, but he was not to force an 
engagement with the enemy until the remainder 
of the army had arrived. That morning a detach- 
ment of men from the division, sent to look for 
shoes in the city, sighted Federal troops in 
Gettysburg; they immediately returned to the 
division which was encamped some three miles 
northwest of town along the Chambersburg Pike 
and reported the incident. The Federal troops 
which had been seen were part of Buford's 
Cavalry Corps which had been sent to hold the 
place by General Meade, and they were awaiting 
the arrival of the I and XI Corps to strengthen 
them. The Confederates made no further move- 
ments toward the city, and so there was no 
engagement that day. 

At daybreak on Juiy 1, one of Buford's 
divisions that was encamped on a low ridge west 
of town saw the Confederate infantry column 
heading toward it. The dismounted cavalry fought 
fiercely, but they were driven steadly back by 
two of Heth's brigades, supported by Pegram's 
Reserve Artillery Battalion, which attacked them 
at about 9:00 a.m. The Confederate advance was 
brought to an abrupt halt at about 1:00 p.m. 
when the 1 Corps arrived at the double to 
support Buford. The battle raged on with both 
sides fully committed to the fray. Pender's 
Division of the Third Carps had arrived and was 
sent to support Heth's attack. Rodes' Division of 
the Second Corps had arrived before noon along 
the Carlisle Road, and it began a flanking 
movement against the 1 Corps. This move was 
checked almost before it began by the arrival of 
the XI Corps north of Gettysburg shortly after 
12:00 a.m. Confederate troops were still arriving, 
however, and an officer of the XI Corps saw 
Rebels - Early's Division of the Second Corps — 
on its right flank 3t about 1 :00 p.m. A heavy 
attack was launched by the Confederate at 3:00 
p.m. which drove the Union forces back from 
their positions, through the town, and up onto 
Cemetery Hill. 

General Howard, the commander of the XI 
Corps, had left a reserve division on Cemetery 
Hill, and the remnants of the 1 and XI Corps and 



Buford's cavalry reformed around these well-en- 
trenched troops. The Union soldiers had suffered 
upwards of 10,000 casualties, and an officer of 
the I Corps described the Union position as 
". ; .more gap than line." General Lee's forces 
could have captured Cemetery Hill at anytime on 
I Lily 1. bul the Confederates did not attack again 
thiit day. The III and XII Corps arrived before 
dark on and around Cemetery Hill and Culp's 
Hill, and they set to work fortifying their 
positions against forthcoming Rebel assaults. 

On July 2, the Army of the Potomac was in a 
well-drawn position with the bulk of its forces on 
hand. Meade's line was in a horseshoe shape The 
left lay along Cemetery Ridge, the center on 
Cemetery Hill, and the right on Culp's Hill and 
along Rock Creek. The Confederates assaulted the 
Federal positions on Culp's Hill and Cemetery 
Hill in the morning but met with small success. 
In the afternoon, part of Longstreet's First Corps 
— which had arrived at Gettysburg throughout 
the night of July 1, and during the early 
afternoon of July 2, - attacked a salient position 
that the HI Corps had moved into. They smashed 
the Union troops back and seemed about to 
capture Round Top, a hill which would have 
enabled to enfilade the Union left flank, when a 
hastily gathered Yankee brigade reached the 
crown of the hill in advance of the Southerners 
and flung them back. 

PROPOSED CONFEDERATE POSITIONS, 
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The Army of the Potomac had suffered heavy 
casualties up to this point, far greater casualties 
in proportion to those of the Army of Northern 
Virginia. It is felt that the Confederate attacks 
would have been successful on July 2, if they had 
been made earlier, and that the delay in attack 
by General Longstrcet prevented the Capture of 
Cemetery Ridge which might have won the battle 
for the South. But the Confederate attacks were 
finished for the day with no victories gained. 

Pickett's historic charge on July 3, was Lee's 
final effort to break the Northern position and 
win the field, Willi its failure died the final 
chance for the South to gain its independence, 
Lee's Army retreated on the following day with 
losses well over 22,000 men, almost as many 
tosses as the much lander Federal Army had 
suffered, The loss at Gettysburg had not been 
wholly caused by flaws in Lee's strategic plan- 
ning. Much of the reason for the loss rested in 
the fact that the Confederate Army had been 
attacking a "well posted defense of a strong 
position," 

The very center of that position, "the key to 
victory", was Cemetery Hili. On the first day of 
the battle when the I Corps arrived, the com- 
mander. General Reynolds, dashed off notes to 
General Meade and many of the other Union 
generals saying: ", . . hurry on, in God's name, 
we must fight here." The advancing Southerners 



OIYS AT GETTYSBURG 



5:00 p.m. July 1 




drove the fleeing Federal troops up auto the very 
position that the Army of the Potomac had to 
have. Cemetery Hill had to be held so that the 
line of defense from Culp's Hill to the Round 
Tops could be formed as the Federal troops 
arrived. A look at a map of the area will show 
thai there is no comparable position that the 
Federals could have drawn within miles of that 
position. If the Union troops had not held that 
position the Army of Northern Virginia could 
have regrouped unopposed, and then the Army of 
the Potomac. Washington, and the war would 
have been lost. 

If Major General Heth had advanced into the 
city ol Gellysburg on June 30, the tide of 
victory would have risen lor the South, instead of 
ebbing, on the following days, Buford's cavalry - 
perhaps 4,000 men - were all there would have 
been to prevent the Southerners from holding the 
city, and Buford did not have his entire force at 
hand until late in the evening. A night attack 
against a force that is twice the size of the 
attacking one is not a likely move to tie made by 
a good officer. This is especially true when the 
officer would have to send dismounted cavalry on 
a night attack against infantry whose quality he 
knew to be excellent. Therefore, it is probable 
that the Confederate division could have occupied 
Gettysburg virtually unopposed. 

On the following morning, July 1, after Pen- 
der's Division and the reserve artillery battalions 
commanded by Mcintosh and Pegram were 
marching quickly toward the city, Heth would 
have taken the most command height nearby to 
await their arrival. Cemetery Hill is the highest 
point within a two mile radius of Getlysburg II 
commands the city, the roads to Emmifsburg, 
Tanneytowu, Baltimore, and Hanover, and it is 
not too distant from the Confederate points of 
arrival. The Federal I and XI Corps had been 
marching hard all night on June 30, and neither 
corps could have reached the town before Con- 
federate reinforcements had arrived to support 
Heth's position on both of its Hanks. On July 2. 
Lee said, "We did no! or could not pursue our 
advantage of yesterday, and now the enemy are 
in a good position." With Heth's Division in 
control of Cemetery Iltll there would not have 
been a good position for the Union troops to 
hold, and the early advantage of numbers that 
the Southerners held would enable then! to keep 
the position that they had already occupied. 

Confederate troops were arriving at Gettysburg 
in force during the morning and early afternoon 
of July I. They were traveling via the roads east 
and west of the city and hurrying to reach the 
scene of the conflict. Rodes' and Early's Divisions 
would have assumed positions east of Cemetery 
Hill, on a line running from Wolf Hill on the east 
to Culp's Hill, joining with Heth's left flank. This 
supporting move could have been completed by 
3:00 p.m. at the latest, with Culp's Hill occupied 
at 1:00 p.m. by Rodes' Division. Pender's Divi- 
sion, with one of the reserve artillery battalions, 
could have been entrenched on the right flank of 
Heth's position at noon. The remaining reserve 
artillery battalion would join Heth. Although this 
would have left the Confederate right flank on 
Seminary Ridge 'hanging in the air', there were 
troops arriving nearby in the early evening that 
could have prevented a flanking movement by the 
Federals. 

Aside from this, there were nol enough Federal 
soldiers in the area to launch a successful attack 
before nightfall. The entire Union force did not 



THE GENERAL 

number much over 20,000 men, including Bu- 
ford's cavalry. Rodes' Division, which was the 
smallest of the four Confederate Divisions present 
on the afternoon of July 1, numbered about 
7,000 men. The entire Confederate force must 
have numbered over 30,000 men, exclusive of the 
reserve artillery battalions. 

At best, the Union troops could have main- 
tained a line roughly parallel to the Confederate 
line. With Buford holding the Baltimore Pike near 
Powers* Hill on the east, the I Corps holding the 
Tanneytown Road and the center of Cemetery 
Ridge, and the XI Corps holding the Emmilsburg 
Road on the west, a line could have been formed 
nf an average distance of about half a mile from 
the Southerners' position. This line would allow 
incoming Union troops to effectively concentrate 
in this area. At 5:00 p.m. the arriving XII Corps 
would be in tine along the Baltimore Pike and the 
incoming HI Corps two rniles in the rear on the 
Emmitsburg Road. The II Corps reached a posi- 
tion at the Base of the Round Tops on the 
Tanneytown Road at dark on July 1. The entire 
Federal artillery reserve was not far behind the II 
Corps. 

The Army of the Potomac was still disorga- 
nized, however, on the evening of July 1. The V 
Corps, the VI Corps, a part of the III Corps, and 
much of the cavalry was yet to arrive. The 
Southerners, in control of Cemetery Hill, would 
control the entire position. Lee had had the 
option to attack on the morning of July 2, 
before the Federals could organize, as he felt he 
hud to do if the South was to win the battle. 
Most of the Army of Northern Virginia had 
arrived by the morning of July 2, and its strength 
was between 52,000 and 60,000 men of all arms. 
Not only was the Confederate Army about equal 
in size to the Federal Army, the Union officers 
believed it to be much larger than it was. The 
Yankees placed Lee's numbers at 100,000 or 
more men. Meade himself estimated the Confed- 
erate strength at between 80,000 and 100,000 
men. 

When General Meade reached the Union posi- 
tion in the predawn hours of July 2, he held a 
staff meeting al once. The Union generals de- 
bated whether or not the army should fall back 
- there was a good defensive position about six 
miles to the rear - attack the enemy, or hold a 
defensive position where they were. Because the 
Army of the Potomac held such admirably suited 
ground for defense, they elected to hold a 
defensive position whcTC they stood and await 
the Rebel attack. If the Southern forces had held 
Cemetery Hill the decision that the Union gen- 
erals would have had to reach would nol have 
been an easy one. With the Confederate Army 
holding the advantage of position, and believing 
themselves outnumbered, I maintain that General 
Meade and the other Federal commanders would 
have elected to fall back. This would have 
allowed the Army of Northern Virginia to re- 
group without major opposition, The results of a 
withdrawal, results that the Federals could not 
have foreseen, would have been the sparing of the 
Confederate Army from the terrible loss it suffer- 
ed on the third day of the battle, the prolonging 
of the life of the Confederacy itself, and perhaps 
the eventual success of the Southern struggle tor 
independence. 

Gary Gygax 

330 Center Street 

Lake Geneva, Wisconsin 53147 
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The Mathematics of the CRT 



l>y William J.M. Gilbert 



Here's another in a long stream of attempts to 
gel player balance into the Stalingrad game. This 
time, it's done through tampering with the 
Combat Results Table. It is interesting to note 
that the author worked for the Corporate Pro- 
gramming Corporation in New York city, the 
same company that employs Naomi Gnldwasser 
who, in Vol. 5, No. 5, also chose Stalingrad as 
the subject of an article. Htnmrn . . . sounds tike a 
latter-day Dr. Zhivago thing going on down 
behind the files 



ATTACKING THE DOUBLED POSITION 

Not infrequently, especially in the game of 
S-Grad, it may be impossible to assault a unit at 
odds of 3-1 or better. If the relative costs of 
various other modes of attack. For the purposes 
of discussion, it will be assumed that the de- 
fender is a single unit of factor six ... for units 
of larger size, an appropriate adjustment must be 
made ... for multiple unit defense, the tables 
below do not apply unless the combat is resolved 
as a single battle. 

(I) Expected Loss; This is Ihe probability of 
loss times the factors to be tost. e.g. in a 1-2 
attack the probability of loss is 3/6 (2/6 from A 
Elim and 1/0 from exchange). The expected loss 
would be 6x3/6 = 3. 

(II) Expected Cain: This is the probability of 
eliminating the defender (either through - elim 
or exchange) times the defender's factor, 



(III) Net Loss; Equals expected loss minus 
expected gain. 

(IV) POCP: Probability of carrying position. 

(V) GCTC: Gross cost to carry: If you divide 
the expected loss by the probability of carrying 
the position you get the CCTC. What this means 
is that in the long run - over many such attacks 
- this is the price you are going to have to pay 
for the privilege of carrying the field. Of course, 
in any one attack, there is no guarantee you will 
have to pay . . . nor is there any guarantee that 
you will pay and still not win! 

(VI) NCTC: This is Ihe same as the GCTC, 
only it refers to the net cost to carry, i.e. it takes 
into consideration the defender's losses whereas 
the GCTC does not. For comparison purposes in 
a 3-1 attack the GCTC is 4 and the NCTC is 0. 

(VII) 1+ - 1: This attack is based on having a 
unit of size two in excess of 1-1 odds. 

1-2 1-1 1 + 1 2-1 
Expected Loss 3 6 6 2/3 8 

Expected Gain 12 2 3 

Net Loss 2 4 4 2/3 5 

POCP 1/6 1/3 1/2 2/3 

GCTC 18 18 13 1/3 12 

NCTC 12 12 9 1/3 7 1/2 



These figures would be modified considerably 
if you take into consideration whal you deem the 
position itself to be worth in lerms at defensive 
combat factors. This cost to the defender could 
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arise in three ways: 1) By shortening the game 
through a more rapid advance, thus depriving the 
defender of future replacements or reinforce- 
ments; 2) by taking or coming adjacent to a 
replacement city (S-Grad) or 3) Forcing costly 
counter-attacks at unfavorable Odds. In the next 
table 1 have repeated the concepts assuming that 
the loss of the position is worth 12 defensive 
factors . . . naturally if you place a greater or 
lesser worth on success you will have to make 
suitable adjustments. For comparison purposes 
the GCTC for a 3-1 remains 4 but the NCTC 
jumps to a gain of 12! 



I 



I 



1-2 1-1 

Expected Loss 3 6 6 2/3 8 

Expected Gain 3 6 8 U 

Net Loss gain I 1/3 gain 3 

POCP 1/6 1/3 1/2 2/3 

GCTC 18 IS 13 1/3 12 

NCTC Q gain 2 2/3 gain 4 1/2 

Summary: It would appear from Ihe above 
that in terms of costs, there is substantially no 
difference between a 1-2 and a 1-1 attack, but 
thai a 1 - 1 attack is markedly more favorable 
than either. On the issue of the 2 - 1 attack it 
must be pointed out, J.K. Norm to the contrary, 
that it becomes a viable strategy . , . (especially 
if you have accumulated reserves sufficient to 
replace a large portion of your losses in the vent 
of the roll of a six) . . . the cost figures are not 
that unfavorable and the demonstration of your 
willingness to attack in such a fashion will force 
your opponent to "over-defend" certain key 
positions with a subsequent weakening of his line 
elsewhere. 

William J.M. Gilbert 

125 Christopher Street 

New York, N.V. 10014 



100 Games a Year by Mail 



by Bruno Sinigaglio 



"Man, you got to be putting us on," wc 
responded in a phone conversation with Bruno 
Sinigaglio when he fold us how many PBM games 
he was involved in. But who were we to doubt 
the zeal of a game buff who drives down from 
His home in Penns Grove. New Jersey, just to 
pickup a copy of a new game directly from the 
factory. Of course he also purchased an arm load 
of PBM puds he wasn't kidding about playing 
all those PBM contests. 



How many games do you complete in a year? 
Twenty, maybe thirty? Weil, how would you like 
to increase your PBM output to 100 games a 
year? The way to do it is to play about 50 games 
at a time. Right now 1 am playing SS (with 75 in 
sight), which includes 1914, Blitzkrieg, Bulge, 
D-Day, AK, Stalingrad, Guadalcanal and Water- 
loo. If you think that a great deal of time is 
required, you're wrong (All guessed wrong too)! 

I started PBM about 8 months ago and up to 
now have completed 22 games; however, within 
the next four months I'll knock on another 35. 
The reason for the total of only 57 in a year is 
due to the fact that my system was tacking a big 



"time-saver" until two months ago. 

This time-saver eliminates the tedious proce- 
dure of setting up the game to make the "move". 
It requires some colored marking pencils, many 
match boxes, one regular pencil and the following 
instructions (D-Day will be used as an example): 

1. Using the regular pencil, write the number 

1 through 15 on the backs of the first 15 allied 
units as they appear on the PBM sheet (e.g. the 
2nd infantry will be No. 2 and the 35lh infantry 
No. 12). 

2. Using the red marker, circle the numbers 
written on the back of the units described above 
(all 15 units found in row 1 of the PBM sheet). 

3. Take the counters described in steps 1 and 

2 and place them in a match box. Label the 
match box "Allied, First Row" in red. 

4. Repeat steps I, 2 and 3 for the rest of the 
rows of allied units (e.g. Allied units in row two 
will be numbered 16 tlirough 30, circled in a 
color other than red and placed in an appropri- 
ately labeled match box). 

5. Repeat steps 1 through 4 for German 
units. 

6. Here is a very unpopular step. Using the 
regular pencil, lightly write the grid coordinates 



on your game board (Bad News!). Use many 
squares so that it is easier to cross-reference the 
coordinates of all squares. This makes set-up 
procedure much easier and a lot faster. 

Now when you've finished steps I through 6, 
go through an actual set-up. First take the box 
marked "Allied, First' Row" and set-up the 
appropriate units (replace the units that aren't 
appropriate). Set up the units from each row as 
described above, making sure you place the idle 
units back in their respective boxes. If you were 
alert, you would have noticed that it's easier to 
set-up the units by using the numbers previously 
written on the back. Just pick up a unit, No. 16 
for instance, look at its position as written on the 
PBM sheet and place it. Now make sure you had 
the right unit! No. 16 would be the 45th infantry 
division. 

After you've made your move, turn over all 
the units on the board. Take all the units that are 
colored red and place them in the box labeled 
"Allied, First Row." Get (he picture? Now do 
the same for each respective color. 

I'm sure the "Time-Saver" will meet with 
approval, since it only takes about 30 minutes to 
adapt an AH game for the purpose. After you get 
the hang of it, it should lake only 2 to 4 minutes 
to set up any game, and about I minute to put it 
away. 

Bruno Sinigaglio 
197 South Broad St. 
Penns Grove, N.J. 08069 
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The Figure of Merit Fallacy 



by Prof, J. E. Pournelle, Ph. D. 



One of the chief limitations to board type war 
games has been the obsession with the single 
figure f merit, otherwise known as "combat 
factor." Although the introduction of different 
factors for defense and offense has been a partial 
step in the right direction of developing a 
theoretical concept to make war gaming more 
realistic, it has never gone far enough, and has 
often been misapplied. The problem is inherent in 
Ihe concept of combat factors themselves. 

In engineering evaluations, particularly the in- 
siduously attractive but false concepts made 
popular by former Secretary of Defense Robert 
S. MacNamara, the problem of a criterion for 
evaluation has always been paramount. Thus, we 
have seen Cost/EITecliveness touted as the solu 
tion to all design decision problems: simply 
choose the system which delivers the most effec- 
tiveness at the least cost. But what of competing 
systems? Suppose, for example, I have three 
aircraft missions. One design performs each pass- 
ably: the alternative is three separate aircraft. 
each useless for any mission but its own special- 
ly, but superb at that. The three aircraft wilt 
cost, lei us say, three times as much as the single 
general purpose plane. 

In choosing a system, the cost/effectiveness 
analyst will assign some number to the perfor- 
mance of each plane for each mission. Let us say, 
for example, that the effectiveness of the general 
purpose plane for each mission is "8", while that 
of each of the specialized planes is "10" for its 
own mission, and "1" for the other missions. 
Then the "effectiveness" «T the general purpose 
craft is 3 X 8 = 24, the "effectiveness" of the 
three-plane concept is (10 + 1 + I = 12) x 3 = 
36. Dividing by cost, we get 24/1 for the general 
purpose craft, or an effectiveness to cost ratio of 
24; for the three craft system we have 36/3 = 12. 
Obviously, we should choose the general purpose 
aircraft according to this analysis; and equally 
obviously we have been victims of the figure of 
merit fallacy. 

Suppose, for example, that one of the missions 
involved is air superiority - dogfighting. The 
plane worth "8" is useful until it meets a better 
plane. Then it is dead. There is no prize for 
second place in battle. Another mission might be 
interdiction of an enemy supply line, but the 
supply line is just out of reach of the general 
purpose plane; then its utility for that particular 
sortie is zero, and if this were a key mission, we 
have lost the war. The problem came from trying 
to take numbers and add them up to a single 
"combat factor" for the aircraft without regard 
to its missions. 

The same is true of war-gaming pieces. Afrika 
Korps is an excellent example. In the game, the 
Italians are rightly given a larger defense factor 
than attack, as was historically true. But the 88's 
which were the key to the campaign do not 
appear at all. Why not? Probably because it 
appeared impossible to assign a combat factor to 
them. They were tremendously effective some- 
times, and not effective at all at others, depend- 
ing on how they were used, and WHAT THEY 
WERE USED AGAINST. It turned out that they 
were useful against armor, particularly against 



unaccompanied armor not supported by fixed 
artillery. But (hey were useless against infantry 
attack unless they were themselves supported by 
infantry. 

But in tills recognition lies the solution to our 
problem, not only for that campaign, but for 
board type war games: it is the principle of the 
scissors - paper - rock game; that is, a combat 
factor which varies according to what the piece 

rights. 

Begin with anti-tank guns; a generalized "con- 
ceptual" piece Tor board games employing ar- 
mored warfare. Suppose we have, for the mo- 
ment, infantry pieces worth "2" and armoied 
pieces worth "4" in a game. Then the anti-tank 
piece might be worth "6" against armor, and 
only "2" against infantry. Put another way, its 
basic factor is "2" but it triples when engated 
with armor. But can Ibis principle (winch is itself 
defective, as it incorporates a "magic number" or 
figure of merit, but which is probably the best 
wc can get for a playable game) be applied Dn 
the board? 

In the attack, it is simple. Since the piece is 
unlikely to attack infantry, it will apply its 
positive factors against armor only. In the event 
it must attack a mixed stack of armor and 
infantry and the battle cannot be split up, the 
procedure is again simple. Suppose 3 A-T pieces 
attack a stack of one armor piece and one 
infantry piece. Then the defensive force is 6, and 
two/thirds of that is armor. The three A-T pieces 
apply one/third of their power at the basic rate 
of 2, and two/thirds at the tripled rate of 6, 
giving 12 + 2 = 14 to 6: not a very good battle. 
Had they attacked two armor pieces with total 
factors of 8, the odds would have been 18-8, or 
reduced to the same odds. It would have been 
better, in the example, of course, to have the A-T 
pieces fight two battles, one at 12-4. the other at 
2-2; belter still would have been to make it a 



multiple battle with an infantry escort to fight 
the enemy infantry. 

As a further example, suppose one A-T piece 
I'ighis one infantry and one armor. Then we have 
defending six factors, and attacking of between 
three and five depending on how you wish to 
calculate it, it still reduces to odds of one- to 
two. When the A-T pieces defend against armor, 
simply take the attacking armor combat factors 
and divide by three. 

But we are not finished with the principle- Let 
us now introduce a heavy assault infantry piece, 
which has a factor of 4 applied against infantry 
and anti-tank units, hut only two against armor. 
The anti-tank units do not get their triple factors 
fighting this kind of "elite infantry" piece, as 
they obtain triple factors only against armor. 
Two of these heavy assault pieces have combined 
factors of 8, and if they attack a single anti-tank 
unit, the odds are 4-1. The reader can see that 
this would make a game like Tactics II quite 
interesting, with or without a multiple units/ 
square rule. Introduce heavy armor, with factors 
of 6 but lowered mobility, and it is even more 
so, and with the introduction of light armor with 
combat factor 3 and great mobility the complex- 
ities for strategy become great indeed. 

A commander will be faced with many choices. 
He cannot simply send his armor off unescorted 
unless he has first done something about the 
enemy anti-tank units He must protect his 
anil tank unils from his opponent's assault infan- 
try, while keeping his own armor away from the 
enemy anti-tank pieces; finally, he tracks the 
enemy A-T units with his own assault infantry; 
and sends his armor against the enemy assault 
units. He may try to make up combined arms 
armies, or he may separate his components into 
variuus corps of specialties, depending on his 
strategic planning ability and mobility. 

We have had very interesting games with the 
following types of units on a board about three 
feet by four feet. The rules arc modified Tactics 
II rules and are not important; what I suggest is 
that the concepts may be of interest to game 
designers. (Avalon Hill, take note.) 

The mobility factors shown on the table, and 
the combat factors, are appropriate to a Tactics 



Type of Unit i) 


vlobilit 


Infantry 


5 


Garrison Infantry 


4 


Assault Infantry 


5 


Cavalry (Motorized Inf.) 


7 


Armor 


7 


Heavy Armor 


4 


Light Armor 


9 



BTA Combal Factor 

(Mobility) Offense Defense 



Anti-Tank Infantry-Artillery 5 

Armored Cavalry 9 

Artillery (Heavy) 4 



2 
2 

4- 2 

2 

4 
6 
3 

6 - 2 



Special Notes 

All infantry movement reduced on 
rough terrain. 

Doubles combat factor against infantry 
only. 

Terrain restrictions; cannot enter for- 
ests. No movement reduction on rough 
terrain. Heavy armor crosses rivers at 
bridges only. 

Enter forests one square only: move- 
ment restrictions in foothills; doubles 
combat factor against armor. 
No terrain restrictions of either infantry 
or armor. 

Achieves effect of "Range" by not 
being subject to stacking restrictions. 
May be added to any slack on offense 
or defense provided that the. headquar- 
ters unit to which it is attached is 
within one square. Not subject to com- 
bat losses unless all units on square 
with it are eliminated or retreated. 
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II game with limited "stacking" or no stacking 
capability. For hexagon boards and multiple units 
per square situations, appropriate adjustments 
should be made. There is no reason for combat 
factors to be exact multiples: A-T units could be 
worth, say. 2 against infantry and 5 against 
armor, or any other combination of numbers, 
although this makes the unlikely kind of com- 
bined arms hattle slightly more difficult to draw 
up rules for. 

On the subject of the figure of merit fallacy, 
the kinds of units suggested above can be 
combined with another principle, that of organi- 
zational unity. This requires careful design, but 
can add a great deal of realism to the game. Let 
us take a typical old style division as an example. 
Such a unit consisted of perhaps two brigades of 
infantry; assign to them combat factors of 4 
each. In addition, they had division artillery, 
combat factor 2: engineers and scouts, combat 
factor I ; perhaps a small organic armor detach- 
ment, combat factor 1 ; and headquarters, of no 
combat factor at all. Adding these up, we get a 
total factor of 12, which would be the total 
represented if each component were represented 
by a single piece und we merely stacked them 
together. 1 propose that the total stack should be 
worth, not 12, hut say IS, and be represented by 
a single counter; when the unit takes losses, it 
should then be broken into its component parts, 
(for which counters have also been printed) 
which could be stacked, but which get no bonus 
for organization until all the components of a 
division are again joiner) and a single unit substi- 
tuted. To carry it further, suppose each brigade 
represents three infantry regiments, each worth a 
factor of 1; the three together can be exchanged 
for a brigade counter worth 4, but if one of the 
regiments is lost, two counters are placed on the 
board (or if the brigade is broken up three 
counters) This would require a hit more printing 
of counters, but it makes losses due to combat 
somewhat more realistic, This could easily have 
been applied to Afrika Korps, where the German 
tank regiments could have been broken into three 
battalions worth 2 each, the total factors com- 
bined being worth seven- 

frj closing, the purpose of this article is to 
stimulate thought on new principles of board 
game design which do not add unduly to the 
complexity of the game, or greatly multiply the 
number of pieces on the board at the same time 
(although they may multiply the number of 
pieces in the box)-. The trend towards complex- 
ity through special rules of all kinds is alarming; I 
would prefer complexities of strategic thought in 
the game. My above suggestions are in keeping 
with the well-known principles of war, and 
should, I think, make the games more interesting, 

J. E. Pournelle, Ph. D. 

1 205 1 Laurel Terrace 

Studio City, Cal. 91604 
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STALINGRAD 

Q. Can Hungarian and Italian units be started in 

Finland? 

A. No. 

Q, Can Rumanian units start in Finland? 
A. Yes. However, the number of non-Finnish 
combat factors that may start in Finland may not 
exceed 8. 



Official Avahn Hill Game Clubs... 

The clubs listed below supplement the initial listing made in the Jan-Feb 1968 
issue. Due to space limitations, we have not repeated any prior listings although 
many have forwarded us updated information. The purpose of this listing is simply 
to provide basic information to those readers looking for new clubs. 



CLUB 


PRESIDENT 


MEMBERSHIP 


South Alabama Directorate 


Pat Knapp 


4 


of Intercollegiate Strategists 






and Tacticians 






3630 Moffat Road 






Mobile, Alabama 36618 






Commandoes Extraordinary 


Mike George 


4 


B25 — 7th Avenue 






San Bruno, California 94066 






Lancaster Academy of Wargaming 


Paul York 


17 


4616 E. Street 






Eureka, California 97421 






The Dark Empire 


Scott Arquette 


5 


2365 Hawn Avenue 






Redding, California 






1313th Static Inf. Division 


L.D. Botorrf 


7 


c/o Thomas E. Reilly 






USOM, APO San Francisco 96346 






101st Andorran Airborne 


N.J. Neufeld 


3 


2548 Chicoutimi Dr. N.W. 






Calgary 44, Canada 






SHAEF 


Michael D, Berg 


7 


Box 1657 






Sterling, Colorado 






Das Teufelstukas 


Terry Lachcik 


10 


13335 Buffalo Avenue 






Chicago, Illinois 60633 






IFW 


William Hoyer 


165 


4658 N. Spaulding Avenue 






Chicago, Illinois 60625 






Calverton Park Wargamers 


David Parrott 


5 


101 Calverton Road 






Calverton Park, Missouri 






St. Johns Military Strategy 


Damian Housman 


32 


Confederation 






Grand Central St Utopis Pkwys. 






Jamaica, New York 






Association of Young Wargamers 


Ken Cali 


4 


11 240 Exeter Road 






Garfield Hgts., Ohio 441 26 






Excelsior 


William Riggs 


4 


1913 Mesa Court 






Ironton, Ohio 46638 






Rommel's Staff 


Boise Burkholder 


4 


241 1 Sheringham Road 






Columbus, Ohio 






Von Moltke's Monsters 


Dennis O'Brien 


IB 


St. Vincent Prep 






Latrobe, Pennsylvania 15650 






Villanova Astronomy 


Danny Carman 


2 


7 E. Brookhaven Road 






Wallingford, Pennsylvania 190B6 






21st Panzers 


Carl Pickering 


5 


Naticook Road 






Merrimack, N. Hampshire 03054 






The Old Guard 


Clinton Anderson 


20 


5101 -8th RoadS. 






Arlington, Virginia 22204 






The Richmond High Command 


Murray A. Thompson 


8 


P.O. Box 521 






U. of Richmond, Virginia 23173 







"1 



PAGE 13 

Club Registration 

All Avalon Hill clubs are urged to 
register officially with The General, 
Those who have registered previously 
need only to complete the form in the 
event of an address change . 

Club Name 

Mailing Address 

Name of Newsletter or Mag. (if any) 

Total Membership 

President's Signature 

(Check One): 

Thi3 is a first time registration 

This is an address change registra- 
tion. 

Don't forget to vote on what are the 
three best articles of this issue. . . re- 
cord your votes where provided on the 
Contest Entry blank. 



Subscriber Discount . . . 

The Coupon shownbelow is for the bene- 
fit of the full-year subscriber. As soon 
as you have accumulated 4 such cou- 
pons, 1 each from this and succeeding 
issues, you are entitled to a $1.00 dis- 
count applied to the purchase of any 
Avalon Hill games, parts, play-by- 
mail equipment and the General, 
Here's how it works 

Each coupon is worth 25^. But one 
coupon alone does not entitle you to a 
25$ credit. You must accumulate 4 
different coupons before taking advant- 
age of the $1. 00 credit. When you have 
accumulated 4 coupons, then you clip 
them all together and send them in with 
your order for an Avalon Hill game. 
When ordering in this manner, you 
simply send us a check or money-order 
for $1 , 00 less than the usual retail value 
of the game. 

' 25^ 25* j 

SAVE THIS COUPON 
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All ads are inserted as a Iree service to full-year subscribers. Only one ad per 
subscriber per issue is allowed. Ads will not be repeated from issue to issue, 
however, subscribers may re-submit the same ad, or new ads, for each succeeding 
issue. Ads received after the 15th of the month preceding publication will appear 
in the following issue. No ads will be accepted unless printed on this form. 



CONTEST NO. 31 



It is a do or die situation for Great Blue in 
Blitzkrieg. Blue has Red holed up in the Red 
Capital. To win the game Blue must eliminate all 
three Red Units from the capital city. 

The Operations Sheet lists the battles Bxactly 
as they are to be fought. All you have to do is to 
select the Stock that is to act as the die-roll for 
each of the three battles. You must select three 
different Stocks from among the group listed 
below. 

The judges will consult the sales-in-hundreds 
column for the closing N.Y. Stock Exchange 
transactions of Monday, June 16, 1969 found in 
the Tuesday morning paper. The last digit of the 
sales-in-hundreds column will be matched up 
against the Blitzkrieg Basic Game Attrition 
Play-by-Mail Table for result of combat. Because 
Red Units have no retreat routes, retreats will be 
considered eliminations instead. 



This contest is free to all subscribers. Simply 
fill in the Operations Sheet and mail to: The 
Avalon Hili Company, 4517 Harford Road, Balti- 
more, Md, 21214. Entries must be postmarked no 
later than June 15, 1969. Print your name and 
address clearly and make sure yau list the game 
you wish as winning prize. Those who do not 
wish to mutilate their magazine may send a copy 
of photostat. Naturally, only one to a customer 
allowed. 

Ten winners will be named. Winning entries 
will be those who have eliminated all Red Units, 
or come closest to doing so. 

Select Stock from this Group 



Ampex 


Goodyear 


Polaroid 


Chrysler 


I.B.M. 


Goodrich 


Food Fair 


Korvette 


While Motor 


Ford 


Motorola 


Zenith 


Gen. Elec. 


Sears 





- -^- - OPERATIONS SHEET 




Attack 

Units 


Defending 
Units 


Odds 


Stock 


1 Arty 


1 Infantry 


1 to 1 




1 Armor 
7 Arty 
13 Armor 


2 Marines 


2 to 1 




3 Marines 
6 Armor 


3 Armor 


1 to 1 





Headlines of 3 Best Articles: 



Name- 



Address . 
City 



.State- 
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XetterJ-yeA We (jet Utter* 



Dear Mr. Young? 

I jjutt r#*ri your latter in this month 1 * General 
and I must Say your criticism ol BULGE r* 
totally unjustified lor wtt you an incomp*Teoi 
German piaysr??). If you would «re to mad that 
volume or the t/S. MMf IN WORLD WAR 
TWO, THE ARDENNES (published by Ihc Super- 
intendent of OocumcnE, Washington, D,C 1965) 
you"!! find that BULGE l£ totally realistic, s. Hi* 
Germans had very Ifcttle charce of surxe-ss any. 
wrav. 

However, 10 prove to ynu thai a good German 
player flos stand a cttaneo, our club wouid Ski 
to play V 311 m a PB ^ 9 5me 0l &Lfi-GE. We will 
be the Germans If you play <nl US side * 
ooorlv as your fattw indi«t«, you pi*y the 
German tide, wfl r ll fli"" Hitler the Mouw River iqr 
Chrism as 

tawrsnce Valencourt 
13 CprnwaMit Square 
Newark, Delaware 19711 



GflUtiMiiav 

Y*ur coordinates arc blurred. Either that or a 
portion gl" your Haff if not commui'icalrnq with 
the rest of it. 

5k The General, March Apni '69 H Infiltrators 
Heport. re yaur comment nn my attempt W 
name those nameless cities in BlltzKrieg; 

"Cathev. you dincsHnw, In Bliukiimi , Groat 
Bluti Ii Great Britain, fli^ Red <* Germany/' 

So "ff Big Red is Germany then Greer blue is 
in-.t linMi', but France et ;il in lEWD or RuMia 
during Gcrmanv J i drive, to the oast Or is this 
supposed to be the Battle of the Bulge or some 
Throwback to thu Nauoltfanic wars? So mike Up 
youi niintl, 

Also your brilliant, non-Customer oriented arii- 
tar al the infiltrators Report tells me "the terms 
blue and rsd always refer to the winner and the 
loser, respectively, in military talk," in war 
games., the armias era labeled olua and red, gut 
[lit vtfTtMl i* the winner. Is It not so? 

It seemi tc me the Ijeneral n absorbing Sarin* 
ol the juvenile smugness of the bulk Of your 
customers. As one of your few pavgns in the 
Senior Citizens brigade (age '161, I urge a lirtla 
restraint. All cleverness h not prugreSi. 

Sut you do your thing krery weH — mate rjood 
games. Stay with it and get Aiuio on the market 



Paul Cathay 

9200 M J :-VTr...r Raj. 

Phiixkiuiiiii, F>«, 191 1S 

/jf war jSJfficT M'frfn r/w winner ha already 
been tteciclvii, Blue always, rv/en lu h'/nrjer.' rud 
ft? fuWr jSrttfUi* fr wia not vonridtrvd wry 

fjntni/rrnti let lake fin- Muslim: sidt in battle. It 
won ituended tti ■■■ •■-, Great Blue ta Brtiafff. 
Duin'f ietm in ram-; our thai way, tttd il . . , 



Dear Sirs: 

I feci it is time lor AH w/arBamera to end this 
ridiculous usb of Nail Germany as a guide for 
club namvs and organisation. Amonq other 
things, they ftn behind ttir times 3on*e up-dated 
names include Shin Bet. Stiyn Gnnrj, N.K.V.IJ., 
Al Faian, Red Guard. &D.S. H C.I.A.. Mafia, and 
Vintcong, Thflja qmups are just as mHitant and, 
for (he mont part, just as wall organized as The 
Luftwaffe-, Wehrmachr. and Schulz Stafeln, For 
BNq0 of you who are Insulted by some of my 
choices. I answer, "How do J»w* f*i*l about 
names Such as r 4 S.S.. VolksgrcnadJlcra' and 
'Kstnugruppe Viper'". Somci other suooestions for 
namvs ant AH Wargamsn of St. Louis or D 
Infantry Diyisiu" tcurrvntly in Vitrtnaml. I fe*l I 
hav( mftdlr rny point Th? addres* below ii for 
commc-nts, not bom&S- 

Aareo Grossbaum 
293 Crust Driya 
Tarryiown, N.V. 1&5Q1 



Dear Sir: 

ll has coma n> m^ atLvniiun tTial you hare a 
■ i=j... e - on the martet MlEed "IVIiinagRnwnr." I 
worW with the management development Staff SI 
Sell Telephone Ubonaioii^, and 1 am Interested 
tn otuflininq Kim? Information about Diii ysnie. 
Wg usb qamt's such as Uiis In a supervisory 
dey*lof>ment program. 

I would alto uary mtich appreciate it If you 
would- send me any information vou might have 
In regards to additional gsmgs that we would l"j 
abla to puf^hasa< We an? intsreit^d in ^ny ■.-:-=!■ ■■■ ■_■ 
thai l«« ivdu^l witti such situations <is wnmuni. 
BftJDrtt leadHfrship. 01 pTOblem ■solving techniques. 

Mia£. A. BrtscN 

F1oum3A-1W 

Bi*ll Tftl^phonn Labornrories 

Mounrain Auenua 

Murray Mill, N.J. 07974 

So Wftel aft* fi fleiv . . . ive tiave a list a mite 
to no 1 of CQWfsnm: utt'ig uur fftmt/S, Gefwal 
Dynamic*, tBM l 8M0 Cftimfei), to nanre a ^ew. 
/fl faff. I'nrrmsr m MANAtlEMEMT for imtruc- 
notiftf purposes is sn high ttiDi COMPUTER 
GAMES, INC.. P.Q- Bon 644, Chicago* tftfmis 
G&f 1 1, hat 1 ••'.'. beet! sfKoipura n/d for ff'h t/Jtfrr^fi 
:••'•■': '■•'.' fhfV ■'■'-'■" tgilutvtt \he MANAGEMENT 
jrflrtif* to an IBM setuo whereby an unfrmited 
number of penpfo may ptay, recording T/Kir mms 
On Porwpuritfi IBM cards wtoteh are matfod to a 
E9f)lra! cfewfny heuw, fttffulls vf vvcfi pttyef's 
wrn, ar rvlitifnJ to oppurxtrta' turns, sre mailed 
bark In the- form of an IBM printout 



Dear Mr. $ha«: 

As Far as a good enjoyable shorts ij#uie ijO*s — 

nothing - and I do mean nothing - t-nn* your 
PntiTt&ff &r&ipgy A* you may know I*yg spread 
ihe word about this oamt cverywnc^ I go and 
hawc' 3 hand In the purchase of & of thaw very 
tames. I own oath wniiont and hava opnen 
utiiuri to buy them ming league dues from thte 4 
lerfUue* which r^e founded for the play of the 
game ouer the ua.it 4 years. I have had no greater 
satisfaction in any phase of flaming than that 
which I've dc-ived froivi these loothall lea^uoe. 

ThervlorBj in grdar to gvt tlw movl possible 
nn joy incut out of a QHfH you rnust pe ible to 
adopt H to » leagiie- clay *n my tistimation. Thti 
ream one thing; simplicity: the kind of simplic- 
ity you have In your sports titles. Other compa 
ny'i lines are lacking in ihj$ c*« Their L^mes are 
(oc connplex lor the beginner and too realistic lor 
competitive play. (An excellent player with the 
Falcons couldn't boat a poor plaver ■.■.■■:'■ i;r.-- 
Colts 90v« of the time]. Thus, ihnrv is no play 
balance in the&« titles. This is all right for the 
statistics nuts who just play the gaities to deter- 
mine how many times the dice will be thrown a 
certain way during the course of a thousand 
throws - but for the player who is seeking a test 
ot strategy - the novelty soon wesrs off and 
they go bauk to the simple #rd cheeper Ayaion 
Hill type of flame. 

However, I do nnt briteve your games are 
perfect. Your Football game hss flaws in It, 
which I've mentioned manv tim&a In past anteles 
in Paniarfaost, so 1 won't bother you with that 
now The gam* could be improved via a fuw 
simple changes and a Jofiger mlfts booklet which 
included tK? opuonals for tournament ieegue 
play, which 1 included 3 few Issues ago in 'Faust 

Your baseball came could stand to gain some 
identity by iHuing player ratings, such as you did 
for the Orioles .and' Ood^ers a few years back r 
when your Orioles won the Series for you down 
there in Maryland. 

In other words - your Una Is Just a bit too 
simple lall right as it stands r but it should include 
toum^neoi wersions} and other company's games 
art? too bogged down with statistics which don't 
offer any chance for strategy. A compromise 
between the two would be the best solution in 
my estimation. 

Donald J. Greenwood 
Bo* ?80, RD No 7 
Sayre, Pennsylvania ISS40 



Dear Sir*. 

I could not hefp noticing your reply to Mr. 
Miller's query in the January February Goners! on 
• game of the Korean War that because of a lack 
of "hero figures'" yoj doubted that such a gams 
H^ould be a mailteliny succ***. Surely, o&ntlenien, 
yg-ur avowed creed of "lertTng VOU command 
find possthfy chanoing th e co urae of history" 
means more than having "Hern figures '7 Many Of 
vour games that are marketing weeesse do not 
have htrro figures:. Could yuu name a hero in 
Sliukrieq, or Tictks if? I doubt if very many 
people could finrt a hern in SAWflWttJ nr Butge. 
AnH, your two latest games, J'Of j and Antso are 
alsg devoid of hwo Figures, Does UBoat hiwe a 
hero? 

II tliu oniy reas-oii you c^n dilnk of, gentle- 
men, i* t*Ck Of a "hero figure" for not publishing 
m game on the Korean War, I believe I Can name 
bafti Who! about Gonunjl Douglas MacArthur? He 
took over the situation at the Pusan Peninsula, 
conceived th? darlno invasion on Inchon, and led 
dig Aiuuiican lo'ctn up to tha Yalu River before 
being relieved of command 

Surely, gentlemen, you must have another 
radian tor not having a Korean War game? I land 
I think many, many Other war^ametsi would like 
co see a game such as this published, and I am 
sura (M:ii. ii published, the yame would be a 
success-. 

Oliver Wiichmeyer 
7614 Forest view Drive 

St. Louis, Missouri 62121 

True, Bid Doug was a here figure oi none. Bui 
hv got rV'fo VOuti* during (t>e Trumttn tflffrfpf* 
trBf/on vrtwn, Sf TIME Matpitne reported Apr-! 
TT. 7.0E&. "D&ugia& MacArthur based ' ttri Strategy 
on the false conviction i/rar the Chinese yvouid 
not Intervene in Korea." However, the tack of 
heni fii/vrei n not ''•'••■ ■-••>■,■ ■■..-■■■ we ■■■..-•■ tor 
>Kti pubtiiftfng games on campaigns of this na- 
ture? someday, we'fi Btaborstv as soon at ati the 
pros and cons are in , . . somadBy soon . > . sonw 
day. perhaps in the nent fsue-, hey. 



Dear General: 

First, you dingsling, Big Hod m Sitzkrieg 
stands for the U.S.S.R., and the Blue fflr Ger- 
many, Blue ohfl Bed may alwoys refer to winner 
and loser, and violation of this precept may have 
been a sourcv of trT>bnrr _ sHinFvn t in the detlg'ien.' 
den, but I suspect both Blitzkrieg and Stalingrad 
were created before Av&lon hhli designers became 
aware of thq niceties to which you refer, 

In that content. vou'H see that fils names for 
the Biu Bed arua arv Russian, -inj GnmaiHC Tur 
Liitj Blye area, rt had never seemed to ine 
conceivahle that anyone would Think ct this es 
anything but a fictionalised form of the Carman 
Russian campaigns of World War Ii, with Lake 
Pinsky i*pi-ej*rrt!ntj the ouiiacle^ of the Pripet 
niarshes r and the Ocean are* to the south 
corresponding to thE problems represented by the 
Sleek Sea on the South German flank, 

At you point out In voor lener to Geoff 
B-ij-rki'inn, who can remember thai far backr Or, 
as you point out in you* editoricil on nut mail, 
editors Change and so does the interpretation of 
the rations games and rul». But if you'll examine 
Slue in Blitzkrieg, the resemblance to peninsular 
Europe with the Scandinavian peninsula to the 
north mu&t icorr quite gbvigut. And, if ygu-'ll 
review the history of Bliukri<?u, I'm sure you will 
find in The General reference To Flie Geinian- 
RuaStan conflict in the game. Your comparison of 
the British-German confrontation doesn't make 
sense 10 me. 

Other run lfii» Tdtlibr line point, tlw magN^lie 
Is excellent and your approach to Paul Cathey 
was most good humored. I am |usl 1 j n 1 sfnn rj a 
P3M Blitzkrieg with Paul that must be hind of a 
grandaddy as we are In the 27th turn, though the 
end win come y»ry quickly ncw. 



Keith W, Bennett 
49 Lakeview Place 
LiA« Zurich, 111. C0047 



LAKE GENEVA CONVENTION, the most 
successful convention of all (1968) will have 
another go at it, come August 23 and 24* The 
Horticultural Halt, 330 Broad Street m Lake 
Geneva, Wisconsin, wili again be the site. Early 
registration info may be obtained now from 
William Hoyer, 46B9 N. Spaulding, Chicago, 
Illinois 60625. 

BRIGHT FUTURE FOR EDUCATION 
GAMES: From game-designer Steve LeShay, 7C 
College Manor, Glassboro, N.J., comes info of The 
availability of a booklet entitled, "Simulation 
Games for the Social Studies Classroom/' Avail- 
able from the Foreign Policy Assn., 345 E. 4Sth 
Street, NYC 10017, 56 pages for $1.00, it is the 
opinion of these publishers that "educational 
games, still in their infancy, may be the beginning 
stages qf an important new movement in educa 
tion." Students assume the roles of deci- 
sion-makers in a simulated environment and com- 
pete for certain objectives according to specified 
procedures or roles. For instance, in FPA's 
"Dangerous Parallel" game students learn about 
foreign poNcy by acting as ministers of six 
fictionalized countries facing a situation much 
like the one that led to the Korean War. Research 
into (he use of such games has disclosed a 
startling fact: students do not learn any more 
through the games, their value lies in the effect 
of the post-game discussions. And, just as start 
ling, is our own opinion that classroom games 
are, at best, a temporary relief that breaks the 
boredom of classroom routine. We don't believe 
that the future for educational games is as bright 
as many educators claim; mainly on the strength 
that the majority of students are not interested in 
forms of competition. Many people shy away 
from competition, it pots them on the spot. For 
every winner there must he a loser. And it is this 
loser's syndrome that precludes a bourgeoning 
popularity of games as teaching devices in class- 
rooms all over the country. Only when game*de* 
signers come up with games where there are 
teams of winners and teams of losers does this 
idea stand a chance of improving students' educa 
tion in their courses. And even with teams, the 
onus must be eliminated from the individual. The 
reason the old spelling bees were so unpopular 
was because students, one at a time, were put on 
the spot. Of course > to some students the spelling 
bee meant an extra hour's sleep in the classroom 
after early elimination from the game. 

R ENT-A-SO LDI E R - British soldfers with 
nothing to do will be hired out to individuals or 
groups by the day, week, or month to help out 
in disaster areas or during emergencies. The 
British Government in announcing this made no 
mention of price - they didn't even mention 
what it would cost to rent one of their officers as 
an opponent in Afrika Korps, Obviously it's 
negotiable; wonder how much Montgomery 
would charge??? 

THE VIETNAM WAR is the major concern of 
the U.S.. public, says the Gallup poll, In a survey 
of 1,535 adults, the poll found that 40% felt the 
war was "the most important problem facing the 
country today/' 

THE DEFENSE DEPARTMENT has placed the 
value of the U.S. military establishment at $202,5 
billion, nearly half of which is in weapons. 

WHAT THIS COUNTRY NEEDS is an Offense 
Department. No wonder we can't win in Viet- 
nam. It/s just like in football, the defensive team 
may hold the opposition scoreless, but if you 
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have no offense you're not going to win the 
game. 

P.O.W.'s ANNUAL PBM Doubles Tournament 
gets under way July 1, 1969. Boasting the largest 
prize list ever ($120 worth of merchandise) 
Chairman Donald Greenwood has released publici- 
ty well in advance of starting date; enabling 
everyone interested to obtain a doubles partner 
prior to "game time." Those who are unable to 
obtain a partner will be matched Up by sponsor- 
ing committee. Greenwood expects over 100 
teams all vieing for the prizes donated by Project 
Analysis Corp., IFW, Spartan Gladiator, Kampf- 
gruppe Viper, Gystaff Enterprises. The Galactic 
Federation, P.O.W., and Avalon Hill. Complete 
rules will be sent to each entrant's home upon 
receipt of a $2.00 entry fee sent to P.O.W., 
Doubles Tournament; Box 280, RD No. 2, Eayre, 
Penna. 18840 payable directly to Donald Green- 
wood, chairman. 

AS UN-BIASED A MAGAZINE as you can get 
has to be the latest IFW Monthly. In a recent 
poll taken from most of their 1 65 members, 
their own magazine only rated third highest. Top 
spot went to S&T, followed by Tactics & 
Variants (now deceased), IFW, Panzerfaust, Spar- 
tan, The General . . . Lest you think The General 
came in last, we simply don't want to offend the 
remaining 10 or so magazines which were also 
listed. Of all the organizations formed for the 
preservation of wargaming, the IFW is probably 
the one providing the greatest service to all. 
There are many devoted members, not just a few, 
who are taking a lot of their own time with 
positions of responsibility within the multi-tenta- 
cled organ^ation. {See their listing on page 12.) 

NO ONE'S PERFECT; least of all the contest 
entrants to last issue's Baseball contest. So; we 
simply picked the ten who came closest to 
selecting the best strategies (see this month's 
Philosophy.) The ten chosen at random from 
those with near-miss entries were: Michael 
Cheverie, Montreal; Oarold Meyer II, Massillon, 
N.Y.; Thomas H. Falconer, Long Beach, Cal.; Ray 
Wnloszyn, Warren, Ohio; Robert Lee, Philadel- 
phia; Steve Wells, Placenta, Cal.; Roland Par- 
enteau, Woonsocket, R.I.; Anthony Bianchi, Jol- 
vay, N.Y.; Billy Chin, Woodside, N.Y. and Donald 
Dale. Minneapolis. A $6.00 Gift Certificate has 
been sent to the above "mentors." 

JOHN STRONG came up with the best article 
in the last issue; "Seven Steps to Waterloo," 
followed by John Raneourt's "Bismarck in the 
Side Pocket," Daniel Lee's "Road to Alexandria," 
Bob Frost's and Bob Koos' "Leige in a Week," 
and Jared Johnson's "Realism, Payability, Take 
Vour Pick." $6.00 Gift Certificates to you gentle 
men — Congrats. 

THESE NEW WARGAME CLUBS certainly 
take "secrecy" seriously . . . they send us club 
registrations without listing their city and state. 

TRICOLOR is the name of a black & white 
newsletter sent to us by Bill McDuffie, Chair- 
man/Head of the Napoteonics War Society. An 
offshoot society of the IFW, the NWS deals with 
all aspects of Napoleonic miniatures. The Tricolor 
Magazine is available for 30 cents thru McDuffie's 
college address; Clarkson College of Tech, Brooks 
House, Box 380, Potsdam, N.Y. 13876. Among 



the interesting articles is an expose of what really 
happened at the Ball preceding the debacle at 
Waterloo. For 30 cents who can go wrong. And if 
you've got 48 cents more, this same society is 
forming an Afrika Korps tournament, and if 
you're really well heeled send off another 30 
cents which will get you into the Arbela Elimina- 
tion tournament. 

S&T MAGAZINE'S latest issue. Vol. Ill, No. 1 
- May-June, 1969, has gone two-color, dealing 
mainly in miniatures in this particular issue, 
which is explained in their editorial policy, 
"you'll find this issue devoted mainly to military 
miniatures, a table top special issue, if you will. 
Most of our issues are now special issues {as one 
subscriber observed, mostly because they come 
out at all.)" Besides the addition of a second 
color, the 32 pages are graced with splendid art 
in top professional style - which is worth the 
price of the issue ($1.50) alone. In fact, we here 
at AH are so well taken with S&T's art staff that 
they have been consigned to develop package 
designs for up coming new games. All this pizzazz 
is the result of expanded distribution and sales 
for S&T; it should be noted that sales in the 
bourgeoning Canadian market are now handled 
by: Games for Thinkers, 1111 Finch Avenue, 
Unit 25, The Finch Center, Downsview, Ontario, 
Canada . . . the same people who will also be 
handling Avalon Hill game sales to Canadians as 
ol rat now. 

BEHOLDIN' TO NO ONE but certainly of 
great interest to all gamers, including devotees of 
Fairy Chess (whatever that is) is THE GAMES- 
LETTER, published periodically by Don Miller, 
12315 Judson Road, Wheaton, Md. 20906. What 
is unique about this mag is that it happens to bG 
completely devoid of organization propaganda. It 
is as objectively informative as possible and 
contains opinions and reviews on the broad 
spectrum of magazines, newsletters, etal, dealing 
with all adult gaming. When a mag listing is 
shown, it states exactly what each issue contains 
down to the title and author of articles of note. 
And for the commercial predators, the listing by 
name and address of individuals registered under 
their Games Bureau Roster would prove of great 
benefit. 

A GREAT IDEA for shortening Jutland came 
in to use from Norman Finn, Fleming House, 
California Inst, of Technology, Pasadena, Cal. 
91109. "I've found that there is great temptation 
to spend endless time measuring the ranges of 
each ship from every enemy ship, In the actual 
battles it is the flagship which has the sole 
decision as to the course of his column. I would 
suggest that the rule be adjusted to state that 
players need only to measure the ranges between 
flagships to determine ranges between all oppos- 
ing ships." We think his point is well taken, and 
while opponents to this plan would raise the 
question that the tail end ships might be twice as 
far away, this rule would average itself out over 
the long run and have the decided advantage of 
shortening the mechanics time of play. 

ADVANCED WAR GAMES is the title of 
Donald Featherstone's latest literary effort in the 
realm of wargaming. This time, England's resident 
wargamer at large has in effect brought "the 
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advantages of the computer to wargaming" as his 
publisher, Stanley Paul/London states on the fly 
leaf. Of all of Featherstones' books, this one 
strikes closest to the hearts of the land battle 
fanatic. With sections on Moving, Fighting, Mo 
rale, Melees, Automated Wargaming, and the 
Formation of War Games Armies, the author also 
includes a detailed and comprehensive number of 
suggestions for improving wargaming. With many 
excellent diagrams and photos, it is not unreason- 
able to claim that "Advanced War Games" causes 
the hobby to come of age, transforming it from a 
youthful pastime involving dice and toy guns to a 
science worthy ol intelligent men ol all ages. 
$5.25 from Stanley Paul Ltd., 178-202 Great 
Portland St., London Wt, England. 

WAR OF THE EMPIRES: If you're interested 
in space warfare, certain issue of The Galaxian 
have printed rules to a game designed by Tullio 
Proni pitting members of "The Greatest Empire" 
and "League of All Worlds" against each other in 
one tremendous holocaust. To find out how you 
can join either of these two factions, contact 
Gary Gygax, 330 Center Street, Lake Geneva, 
Wisconsin 53147. A form will be sent that will be 
the basis for your "Potential Rating" as deter 
mined by the "Master Computer." 

CONGRATULATIONS to Avalon Hill's mar 
keting department for being appointed to the 
public relations committee of The Hobby Indus- 
try Association of America. The Hobby Associa- 
tion, in its 30th year, serves to coordinate the 
activities of its members in its 800 million 
dollar-a-year hobby and crafts industry. In ap- 
pointing AH to this post, HIAA President Milton 
K. Grey cites Avalon Hill's contribution to the 
hobby and craft industry; AH pioneered the 
concept of adult games and was the first toy 
company to exploit the hobby field as a major 
distributional vehicle for "games taken from real 
life." 

WARGAMERS' COMMON MARKET is open 
to all "registered" wargamers of design note whg 
wish to buy and/or sell at a discount. A "registra- 
tion" in the form of a Membership Agreement 
application is obtainable from director of the 
market, who is also the editor of several maga- 
zines including The Galaxian. and who is also the 
publisher of the IFW Monthly, and who is 
involved in setting up a Tucson tournament for 
southwest wargamers, can be reached at his 576 
E, 7th St., Tucson, Arizona 8571 1 home. 

D-ELIM: To the list printed in the Infiltrator's 
column last issue, add the magazine "D-Elim." 
Edited and published by the St. John's University 
Wargaine Gruppe, the magazine contains a great 
deal of opinions centered around current contro- 
versies re peace and war. In fact, the mag is so 
controversial its had to go underground; that's 
probably why they left off their publishing 
address. We think you could find out where it is 
by writing President Damian Housman, St. Johns 
Univ., Utopia and Grand Central Parkways, 
Jamaica, N.Y. 11432. 

THE FIRST DRAGOON INTERNATIONAL 
INVITATIONAL, sponsored by Forrest Crain, 
1402-A Werner Park, Fort Campbell, Kentucky 
42223, is a single-elimination affair with cash 
prizes yet. Write for complete info and dealines, 
all entrants will be expected to abide by the PBM 
rules outlined in the Jan-Feb '68 (Vol. 4, No. 5) 
issue of The General. Since our informant did not 
forward any date or location of tourney, we 
suggest that interested persons inquire directly 
with tourney manager. 



O/'PCNEim WAN1ED 

JGhn **f*-:i> . '- it vouj addn.-... ok-sne wjile. Fuuicr 
tV lut^ip.(ifil rnrmhrr Iuu.Iii.ie '"' JT tlod tluh 
frha^c, 1 .! i'qiif* offer an experienced puayB - ' Can 
pre w- victory*. Write for F>>iskj. Hire) Anloiu. 

IS!' ^ nsuTaj*, bimuFifh**!, AU^"-Jfi. 

ijijLb. f^jllinu. i!' i.iu'hcrn wj t sj, li^rv SiJi-i 
nfl.ii* i|_!r Inqfv unci independent urganitsUiiin 
wile 1 ailcrw-s iw nwrntim- freedom 'JinJ a Nrni-e uf 
fce..inj>r.g. Pat Knapp, PrwUJew - Sadist. M36 
MjITjE Bd., MohJig, Aii 3tM9. 

Sill' v,T) inuTJ uo,: III byyillj! JJI WCUIlJ-llilJlJ 

WaHjiinv . -Want m^mT-firtr on flacn--.rtf Vi«n.;iiti, 
Korea, and Unclear Warfar*. Uny s'JwHim, 
1300 punara Drive, Anchorage Alaska P.fi. Also 

i iiNikmIcj. ii. H*M itilerj; liinnkyou. 

tjll John JJgp,ob:,. Rk I. Bos r 'M, Juneau, Alaska 
"^.Ul idl or trade away Mm rjewetvlwqrHiMd 
Riplmn tinti and TinJ (rue happine«'. h Game will 
tin) ya chines! Also. Phrh cither ^d( WalCf. 

l.l^jllj- lUMT. 

In Turin aliori wanted M RlUitltty Fnimijlirrei. Cw 
ifiurlimi anil win-re tin- uiairriah may tv uhtaiirciJ. 
Writs David C'liu,, 43 * M-irk-ue* Tnwiiw. Arii 

SSQ1 *■ 

For SqS¥ ■ G?(iyM'h«f f &lr(*. 1*1 J, fcUilne irtd 
taClict. All in rnml cockUllori. 1914 irtelladti Phm. 
J. doling Oith or WlLI Iradc lor miv nun WilI (Mini.--. 
Write tlofr Sowmuyrj-r. [ »/A I'ukh VULiiitr, Ucson. 

AnrtnaBim 

Rene Noktn, i, Hue dc la Kcllc Liinc. (.'riiipdLc 
Sain! Lambctl. Iklciuiii. Noviec ALF nitric bul 

ajjUB*] dice iw "n ijirnr Wirim. ptiy-Ly- 
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ptjrn, Will KCBpi ll '- N " ljlfl - Fll offerv Calory 
area. prck'TalfLy S-grad or |4|4 Will trade jjoijh] 
JulFand Fur gouu Midway. Ml hlnTi-ld.. «48 
ChLwullmi D r.- KW,, Calgary 44 , AKwrta, Canada, 
CflUc-cror of b*ft toes ~13tJi*rj?" *evk> ttnmuii. 
tated mpfct Vol. 1,-TSw. l K Xf 3 *nd J. Vol- 3, No. 

I "Juoie rwuinjthl* nte. WB pw tlUppinfl 
cll;ir.Mi. MkIkL QrqMEt, i7 Juitionville ft. Hull, 
FQ., I .iiijdj 

Arc eIIlI^: iiin wjriurTfc*ri,iln\- in Liu S-: nrh* ■ thj ul.|-i 
area' I can pky BUt ftH jaiilcsi and CftBft Fcf 
onlj ^li- !'.... I H-ll 4 ^.r-.- Court, *.- m- n- n. h. 

nnt.LTlf . r JnJ< lj 

T-'-T-F <H»|pfiii(;n[A wjniri jii Htwicjicjl. Eo3l -!")■ 
C^inJijri t*L»li to join my <oif". llw l-^r Cnn,i.JL,in 
Wj.rjzjmlni:f>>rpiL. iitnd yuui mirir to Hike I? liner - 
li; r ^l&B Ad(3inf,Lon A'venur, Mu-iiLrtJl 'i.Qiwhcvk 
Ogrig Nol.injU^w.jnu'J Ha? Hj' 
Blood thincy-' Ji>ln Lh* S-SS ^ikin_nV Hi,' Vikmi/i 
ar* dwJrca'hd Co EttOl Wat, W« ham- *wt^boJyi 
Only highly vgniprltJiT and VttiBOM iKfaupi n^d 
apply. Jo-in loJay oidk toniom&w! H<ms Krueer, 

MJHilJ.i. ^n.ilk-iin.t^lii "JHiliK 

Hit- flnr-fi.1,- Kwkiiif In llc|V lii.i ■■luLiit-"' 
ui.piil l.i run ^irgani]|i(. Wtil - Sparfjn Nculral 
rnmjwiJiioji I cjn,uf FjiI - NjiJonal Toalition 
Le^iiL-. NCL jiiJ Nri W.mi , ,..,i i1»m- t ' Whirr 
in;. ■Jjtl ttjina.jln.-. riinU Vmj, r.ilil V(\} I 
f.'llJllVlli-vr- Mi F.j^l Ilh- .in .,| w.iMh-il I'm [Jir-fii- 

fa« jiny gaiiM, willing in lean naint vc™onv 5*nil 
all cMhim < u Karl OTmond EUmids. J"ll 
Fonytrmi, Prow^it, CsJir ^53^. Cut inv?i tiiwn 

di'-Mm;. 1 ^ i'hontf ^Sli-lUJS 

Who J" vi'Ll hJLu" W\. Hik' uvrrvi^w! Wjr l*. i7Ur 

tusmt^ Ti>tj] Joniinjiion our ghjiii- Vikjh ii die 
thdict! Untold power or iitvetvl Be a Vilsmp" 
Conljci "lleK Otitwt", Ui&J tfvnant EWe, 

tmrJiTi GrOVc, Clbl l*Jn Ak, (Cllneih Ji-Grad 
(cilher, DUiz pyuu Blut. I''N itillTLri. Iknd nik 
prekFcncti unnWJulcl). AIJ lOUBn prom ru'ly Jin 
smutpcd. LjIpcncntL fncftritJ, Wnk loday. (.TlTIS 
Mn-k'n. P^4^ LiMj^i.1. l-n Ainwlcx, (>||f 9fHU^. 
JotrilFWfllrlf ^jdrtyno- 1 

Juii> tTie PmiiVTi e-JT'J' 1 r'h*< *lil<- in ilr.- n inl Hts.-i.-ii 
Join i he dun that'i.^oin(plaiet. In^li po»itior>itiH 
availsblc. Al» f waul Fif opponenu in mj ^nrj. 
CenlJiL-r Mllie Wflani, Jlo Flciiwood PfLvc, Mod, 

l^Io. lulil, 95350, ^_^ 

Wiriliid ]-n ,:nm nil I m i"i-i. Bulw! VJJiV. S-Cr^J 
und tnJiijlillL-jrul AM irltt-ri'ikd in lotjl I'lllfu.. 
Will arLiwer ill letters. Wrdt Ntliort M'tHunm. 
POiUJj.m !Jr.^L, M-]nrch-|lu. C'jlif 'Kfb-HJ 

Oppi in.'iif Uy.inlril fdr I'hm 4~ i I |ii«1 Iftf UinCillcT 

J, Wf\ AhiM Si . Min Vi.-w Cilil ^4fM0 Atsrj 
VVwirli.iii! All n iii- l 1H.i[[l,-..rlWit. ll ii 

Tl'lf J^lk f;,l, r ilJV i.Kdl^t MM-I-I M» (l,< 0..|3^. 

of War nil 1 * n-'tTLiiliny in Riildh i£, Cjlif Vt§ 

C'umiiiLind puiitiom Jiid IjililLfr Fixlilrl pIit-iIi'jL 

Sirikif a bkj*v fur Ful jrwJ mpaajaw. fLunly 
H cnierfc JJi>3 fUi*n. fadtlliis- t-'alrf 
Wani Phrn oppmnert* in AK_. mil; . GrTTpi . 
[i-DllV". OFI-J Siiilin. I'll pby- tiih« tid«- I am 
(Kp«rp1rMUt ChirliM H'ocH. ^15 Vun Nh}h Sail 

WnntL'J J l ..-■?> -i.iirt- Ik'. . Mid<+av SEND Htl 
m 1 1 e s la JSl"/4 bdw^ni (.'(cthKnciw^ki HA 
le^Tlfllt, HU U&AiA PM. Boh I, Apo S >" 

l >fi r i41 IViH ^iij. p^ijjtL im pintt •m at. 

'Tin- S|i L i;.i.! *ii-iiCi..iI CVniL't'iiion "Ll-jciii; ^-jul- 
jrriu fn jLiin Find f uuriLiinEnl i. uppontLnfi . and 
many ililfL-ivnl •* irigjimnjj ji.lii.Mm. Ti'lc 4jJ*ai** 
Ug* of gjval appprluniliri in war^iiniuig Fipl.iik 
BuL ttUwn. WW N Kine, 0-1 Sanlj Ana, CM 

°37M. 

iijvi- |i| :] y-lrth'd iitv. Utupiilillilii'iJ) inlnwn of 
Jutland P«)itf uppunLTrti juJ aamL 1 iv.jm ■. f for 
mudilkd (SLI+ kEKaditauanTj tjM Mile I Jutland 

W Ml on i -s- =-. i -. ! . ,.,■:■.,-. .-.■;. nuilk- m, ,; I h .r. 

HolsifiKf. Ba* itiJ. Slp^^nson tolitRif. UC5C, 

S.tiN i -|ui {'■iliJoio.a'JSUfcO. *^-^ 

If juii jk jii "atnjiL j'tfj^L wjiyuinei," )ou dft 
hiLvlftd Iq jjjn Piin^r Lthr AdVant'cmenL tliKJ m 
ibilicy HisuWntlilj nrWilrf(ri ?<rfei llJ(Jl ■arhiV"^ 
jjiv .i'i ,il.lr..i ( .;.iii SiiL-j 4tl') Stuitli fifjii-i. Ton 
OriliiT*- f hIih.-ilIij «f3- : *S3t 

V,_1_-., ..|.p..|;.-|.l' |'rj| ill L- ■■ I !!_ - _ I I- ■_" - 1 1 I- 1 ■. -" Hi 

Phm i'i hmJ Sininioii'., I" '■'■ u»i Si n-„,.., 

■C.'ol,h.JU)::f> Or^ll ^5v.-t^?l. 

Milted Finn agpHiEBtl lor A.t.npi, ipiu r 

II ii lilt ,md WjMfliM, Will Ht( citner vidtv w jn i lh 
tn>y Chaiicdlo-Hvllle. Whew wt the fnlnnido *ar- 
UMttttrsl WtLW 10 PtiiJJ Puk*. 1273 S. tinwlfi *jy h 

i_nilL-loii. IbloraJu rjQI^q. _-^_^^_ 

Wiiiilcil. UtkhJ or Ali^ii. All warps kilt^ whr ^icm.- 
pminiv join S-HAI.I-. Wc'rf nd ['-jrtit'.iljr Jual SU 
you L'an'l be bcil. Many rciiiKMnd pusMwrcs oprn 
All rBlWD .->iirtvfivd WhIl' l|Mdnal Btrg. Umx 
1657, S<rrfrtf.r^i .nil* 

Nim-jI opnonmn lor nhni ti>Jii« of BuJs* fB^tm 
C.,)un} Will Ik MtllCT udc. Wfllc 10 LknalJ Knx>. 
I'O Him Iftl, W=*1tlin=, folo. *i:52*in«!Mitn- 

" lL<j ^- , ^ r- 

Wi|l wll or iT-idc lnui.1 . I'tii-IU'iii i liti-.n Alwi 

fnfbTuinicJ jboLK S-»TM^i*iiir.«iiiitJ i iStBj- 1 :tt 
Pnpu-. :OJI RuddinM, Rd„ Fa 1 1 lli-U , Cojul On*J30. 
AdLil! riNitLin 1 w.irjLiini'l-. 'h\t IQ jiv invitud I u join 
Norill Amtricari CuiUJ or W;irj}am<vn. Nvw ptgHit. 
rikiLuri km KCtMJf mmJiid pliyfft. No fcmlha 
wanlifd. Suit; ajM CofiU-l-i AnJiiir Ltjch. 3? 
I hvrnyi LM - VC -:._S;,nri l..rd, L unn ■ ji i L >0 1 ■ 
Tin.- imdcTcu i ii] -l!h RL'iL-h i-. iiHjkiiiji (cif tH,illL L nflt'ii 
or m* n^rrhfitn. Oui record ts now fJ-0, and -' 



*lllf>s hm Bv-eri dtieili-i' 111 BWnH*dniL Vincc 

Mlthhi. fM witudidnJu k.Uij. W iJ ifton. Rdlfl- 

w:rL. Jiihn Grant tiinlact mc. m 

Fact Iii-Ucl rtppiHicFit'. WUUfd m ^SUtVfien 
C.C Am for MW^y. JJtaKaiA*, AX Vwi^bW, 

tUlj)-. jrnkilh,-^ H:iu,r .iiAii rMii^hiil.iMiin IjjVilI 
Growblil. W0 T Strrrt. U W . Wjdmi^in rj C 
XXXH : W-3SH bi\,ie ^LAIU.^irnLC . 

I^.l-i.:;'.!i1i-'. ?r.,'- j.-0-u the advinugt of j diifounl 
hcnis*. neu/»pjper, :ll (hn pbm opponpnis ygull 
uCl-Jj. add adWiMrwni DKordinj; to ability., t'oii- 
IjloI l)A-( Sfwrirer. nSh N.w" I Urt Avo., Bo^i 
H.iMn.fk-rtLlj J.'-iJO _^^_ 

i ,ini livi.-kiiii; 'iT .ii' iT[fi iniLiil hIm Id.K'a IllUrdllfC 

Cnjunly, l-'lond'a. My rumv is M what I Smith, and 
my aJdrtJS is £tS All&kurtu Ait-, tittkfldfli FlPf- 

n|.i I [.ir l.'i M.irin-imi- IM ^-. ii -. 1.1,1 i n irld,l 

WTTl "nTili- Ii, [1:1,1,1 in niitAln-S lln.ll ^-•■' 1 

uj.niUri.ru> for |}i[>liii»nf y <iii jovilI oiliilltroni Any 
wnir8a.fn«P» in Timpi'lJi)' uitb^ ffj^jrd Hjijcjo-h, 
Houit No. I, ^0 GiitrbrWtt So.. Port Rifhey, Fla 

}in>« 

r-^n-LTiLiiLL.d wjrcjim-r :in L l f'F"it-M"ii:il cM\d 
wcl«*WvoUiPbmop|W'^i<''f<l'^« 1 'lJ*l , r™ BJita, 
wjtwrk-m. Chan^llivmllk- h Sullngnd, Bvlje, 1 , jnd 
1914. CNjirrK mki drtiKd S*nd Tnn rrm*-« fapr. 
l'liurk-3 Hurkf, IOAC 6W, Fuel Bennint. CmOnSw 

ii2e£ 

Wunltd Ell iHJfli'flL'nli Itrr LU>a\. Alnkd t.irp-,, 
inO SlahnennJ, rm: titrnwri. Abti .-lull-, i m uf tor 
ttab:i. DfiRr been dt!C4i;J, Would lt|« io ^.taal j 
in. ..I am .'luk luiwa BcsMict, H.,-. 536, Jl,.-,d.- 
irilk C« 504^1 

hi, M i. w U k-ikn> - Vi-; r [; MJ1 | :,\r-'^ 

M l ij. All Fji pt-ifeLl mmiilkfFi Wnnlfil opj-^r»nt 
lor SlalingnJ, AK.. ami Walerlon, in HOrioitDIU 

irca, Icu-'ph Liira. i^lft-B Sm.'nr.ti A*v . HuhuIiiIil 

Info liil r»rt jII LluUr- larH,'-ry. fci'^ Jitri, twnm'liv. 
L'k. [wf«Ji'd. Huw atawi ii ' AJsl>, Jtiv *iKintn who 
Itav^n'l liciitd Irniif nit. pk L aii- Whli 6fk- Miliar. 
tHfi AutJ'iiT-i. Hi'i^.-. jdaiiu isJJUi 
WjM Phin np(ii.iiiL-ni;, Jur IliliIil. Jl and 17 Day 
.4|%i'i ikM»li.l liki- h-i huy .iIl-lI gafiiin. jiij ruriirinuhli: 
k j-ipi-lIiI imii Any ifciii- jjiiiti i is tile f jlJucll-Haun.- 
imi Hunie a«Eii? Cc«tatt Cairj TrovrcIL 2JZ3 

LffmJW, Bobe, Ldaha .W7&S- 

Pot ale tU-iliiuL, camplsi^T «<tcEllcnl Itifibc, idmI 
nntB. 14-75 pp, na CODe. frnjupl JcIivcjj. ji 
fdlum of iDPflfll il ioWi Will iient) well aimornl- 
MaTifn MyTroid. Hwy 2S and A fempl. Kupen, 

IUjJip h33Jf] 

itiB Reni^udci! AKiui ,^u i«t!iTihiW!i m 1o swivt, 
AD QU (ewitK and lovifn.invjirti-: of llai: larjfvr 
duba. all Nic indfrgdu afoul of ilir iniallPI, Low 
duc\. hiilk k)HDlity! Hi i Cunni. JIUT AlliMiharty, 

Arlintti^lk.gJ.;.. In ni.ii.iiii 

Ffll u!l- l!JilJ.ki!..L H-L'jy, 19 14. iB-lJlB 11, 
A^l.,-, Hl,HC cich or "jZS.JIJ fui all. All in 
ck i.dlful ponJBBoi, brand mw. Conlni't Jolm 
Suland. ^tU fcrklry EH . OMBentflnW^ft UlinoH. T 

pay pOtflB* ,_ 

DaTT™r?ft«k a s vT^iVV* wMI ,,L. y M * Kni 
AH wargairiEt It" j'AU winl rn ptim. wriLc rue. If 
y(JU live if] Clii(!s B Q, why noi join 1 rccnenlalienf 

Tom' Uoiw*, TO33 Burrite a,**,, niicsBn, 11- 

Imn^WlfcJJ. 

IhW l.jk,- 1..VHWJ InnvtintiOn «-|i| -.ilk-r vi|Tt'."ii m 
S-Grad II for „ifly UUartftll paiTjB5. MwA (U 
HJE-vjit ruiih djy^. Contact b> Aururf lit. Paul 
f.-.r. i,4"ll N. N^wlaini ASfc, tl:i^i(u. tiling 

jitiih.^l Pjgaaj t*nte vonn. 

Join I.F W Yin.... 1- -hi -Mi 1, 1 11 I hl- »L|i:|tiiiiiiih 

mXttA, Kitharil Lrx-kr, J433 WeJi'y fl»f , Etmitj' 
ion. HI "VOOUl Phonr-J^olJjOji 

Waiiianaersf Join j newiv fornunii club in winch 
you \411p ilnjitni£i: Jnd i_-Ofnrnund yOUf awn i;uin 
pjiiydrbaHalion 1 InlrrcilcJ" Lolol v.il!i LiLbsian- 
darU Adolf llilld 1 Fbm HIiIj.. Unlet G-ke FLir: 
S73fl Elm Street, Ude, III. mm, J.Q5J: 

Ptj... LII^.J..!-..^ *-.H.kll EM r^K Bhl J. B I if &. 

rVB»y.5t*llit and 1414 S^l het>IA-fttraig>diV 
curs Will 1i,i*l-| ntaMmble rflMUvcajt, QtOTJcJ 
M.iciiiR-1 How.-. 10* Suiiuri Drtw. aock fifc 

1llirn.iivn1l.1TI AlilL-lkrw.i - .■.■:^.jr..-, l ' 

If I jJmji'i u-i.-rm- -i"> -' ..h .ll|,p.|ri^ |'|r il!l*i: IU 

4»mc I'm ihe i*en wnijaiipcr in,! ehy of 1W.0W 
Thai ouphi i<» ffi •djtp drill's, njniy kttert, eW. 
Duuh CFflBW. 2 Undfln Urw, Sprtr^jHlrjld. Ill, 
Jy27U7. 

Wcuid iflte in pliiy w$xhhh piini Wflj hja uiihur 
ishIc. No trcJl ftjqscHefta: bur urn wdliriif to lean*. 
Write Hill blTonflwir, ^'-^ Ffli/*«y Utivc. Wj|- 

nwti.'JIlintn^iKj-JI. 

Won led 1Jjiji:iiii nM in HliLr. inhtfcilrd in naval rcii 

i.i.,..i wjiiist r'j 1 ■ ■ ■■ tin twjjv iii,, : -i.i. Spit. 

nival depart nwn t Fa-ft (unriiniirni r>iri4jc-t. finer* 
I UpscnnJi. 75^(5 ''attaje Glut p. Snutli 0ehiJ, 
Ind. dpf^lfi. 

3l- -. ii 'i::|.,..-k ..- !dtj-7i l.il- i"'-.j ii:., ,;n 

any US insiallmionE n^ar the^ pHh* in Japan 
inrEiE»n.'d in Ftf tuniinR v'uiiluk - ! AVCM Carl 

Welwn, N»* AkMni, Tb1 Cji W7&. I uni wjIH^r to 

1; l .l- l -| j i-ii5 una Ml- JujLuH.'v. 

Iill-Iu Iul-l- nppnucjit wjnl^d Uir l.4.'jiirj|. ur AK 

in ^rmklPfi. h\y area. Whaiits H, BuBdrr, Wl 

tLMPDj ^i|._. 1 -tMk.iaii.Ky 4Uhtll 

ScarLliing fll nppcncnl in any *.] I -waigantc . in 
Ntw -Orlfani area. Trim tippontfiL frrani jny wh-ttt 
k llirrr a lIhIi 111 New n r lm»n BTcaff RiLliD.nl 
I',,., .;. ^7>f, Alfivil fir W^* tMMP*. U Tfll?: 

PIu-ihl- >HH-1H1T 

1 :iiii !dJL-krniE irno. fpri-u-t. ^.unl a-iiir-i. ciinil 
ptin^i t)n ili^ Mjlktwin.]; yacriL"*. ICuri':!,. VfetTBDTTi 
Fiarn-L- IWO C^rrtuct LVlvfd Lob try.. RFU Mo, I. 

Ej^i Lgtmn^n. M^irn: QJ0I" ^^ 

The l't Shock Army LtulltnjKK ill clii&t in the 
Washinjiion, D.C, j,n. h Jt, Fifjud phpi. Lookliij! fu-r ^ 
1.I11H im tin 1 riiuvt!"-' Join in .ind Ki't trui; w-arijiiiTiinj: 
iii-tlOh. Miil-k Kub-Kin, liJJi Mclltrl^, BflW, Md, 
lOrli- 

Wanted Ptun. Alhnl cpt">ni:nt fur i.vrnijiu In 
P-rjjy Al». will 1 1 Mi «rS-& &fm) dlhcr itdt. If 
JntEiciEcd, LontacE Jack GDliTac. Hon ZS7 fiWDft 

lnppfili. Ft Moid,-. Md. ;OT55. Will iid W1 all 

lifltFU. 

Will ill " jny WWIIfjui.' l^mGul'd . I>-Etiy, Miri 
Blli^., Jap, Gcrmsn. Alius, Blut. F it r font Tuplk-v 
athnMma. Moii opuo-njk Ajw joojtmf for dub 10 

join. Mji-Hju'I Roh¥iBM,flo!t U5, Rr. I. Livrsl. Mdl. 

ZvMJIC 

I ■-■li-.lk-i^L- any sTujTia l 1 ' H. Art. i I am Clin«l. » 
yuu win. J jum your cJuh. I'U4 iinly advan^d 
[auht witlioul .trd f ci.wn. nn luiiturical ^inuJalJnn 
Brian Aid tn, 13000 Elrtui A^ciiul. RqlI^H^MiI 

llWi 

Vi.nl n I ('• inliiiiil:! Dijili iih.ii f Willu-f In jmj 

,inj reaawrfWc |Uiw Alvw amy RoL-l*i|lr, Wd. 
w-arKanicJS wlto v-uuld liki.' tu play fif auj, Avubn 
Hill WLirjuniL' p!i?asc cuniaLJ Ipffivy ("larl , I 1 1 1 'J 
Hualovn Dr , Harfcnlle. WJ. i OS5^, a»J-72a3. 
&Bllinii}iv. arc vou lharc A ~Wnih f(f in AK. Tacim 
iind Baffle Cry Piffcr Oer , filitc, Gray. Wilt aUa 
phm. Cliy Duhinay, hlfll Batlont A*x,, Taufon L 

M-d. : 110-1. 

Oppugn!) for &idj[e, BIiIe, ObIEVI. Gr-T.rjnal,, 



OPPONENTS WANTtD 

5J5nd and TatlH*. W.ik 3e*B DonrftalH 10M 
SsodJm. WjJdijrr.Md. IflifOI A=ij. «l|i- ftp rules 

yt.L wjnt. Phrn Only, 

fur Sak BGEmv (new) ' v'rt nffSr. Hj»f riira 
Swap lor Vnrdlcl. Sf*wan v, taLtjch, 37&9lU>B 

Sl..t-sercll.Mica. 0JM». i 

Opponent wanled for SfJra^ snd AK. Pom 
IHIrari «_,^mLLiEi4K AK I Allied i. CMftttt Paul 
lluiL-hmv 10 Arch SLfi.xt. SwJ'iiini, Mna D3ISI3. 
All ii i n ■ i uini-Lrtd 

V\f~l ujjfr.oi.t'llb manli-.l in M:i« .n.i IHj..._- ,-,v" 

phcinL' nnrnlbw. OrjtA.; Wl-J.. Bfttttaof fWstiB* AX. 
Sulin^, Chan and Boigr will Ir r ' f yrd Rith.ird 11 
Wnitn, 47 Ri*er Si,. Apt. 5. *n! SprmidVd. 

M^DinB^- 

I \ y«jr old, 5 yirjrv war^im im] p^p^rkntv p i*antii 

/IF v r noiii-m-. any name, nny uh^. in motion area. 
I have VrntciJoo, U Boat, ana Midway, Loniaci 
HiCJl Efacl«r. i Ipkjib Kd. , WaD*pi h Mjas. 02IG&. 

i'hiin^ Ul4-,- , :Jt. -^ 

Achtuni. bilk 1 New meuipcis mc ncctlcd to Citrry 
Inc cask nlu«l 0J UtfiltomTjiund E-usI to new 
dcJgriH Wt M* lootirtj lar rci'miU wilh Trvsh 
LfllJjta on old idciL J'.V. Iripym. ?W Hipidnnd 
W.tikl'.liin ^jvj. QZI7U. 
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Novil-t plu-y-cr minis oppinirht-; for all land war- 
iafflitf, pbm and |||, I have- all pbm kits- My 
lutn-eih nic|ud± riauiL-al filUSii: and ilnCI.'ill hir.Hi 
q RbtpMI Amlcy. 1275 Sfw» Ap-L J. Hint 

M ithawmMffM, 

Will w]l 1*U I'ur S5.tlTi flFily pl, r .-H :b ii.iTiie 

In Mcelltm wndition 1 p^koJmjmi wint*'i m AK, 
S-Grjd. Bitrnarck. lulland 01 Widfrhni Cnnlacl 
MiHt ShajUlDfi, 11*03 Rlwr Rd,. Cmu* Poinin? 

VtMv., Mich.TvJ- ^^l-«.tj)3 ^___^ 

Fin Sijk lincvlkni rJlii.'^ridi ^r,.DU. I: ,l-,-IIltii; 

(Mifiai ss.st>. vefy stood D-Duv 'Si - (4.i0, 
Ali iiiiil "jn^t ttf IWitB, Fifil olTsrs. answered I Will 
fi,iy W^tlJI Wntc to- K.ai Krbak. .i?' Ann Arbd 

tefj ManL- h^akr. Mkhijjii -tijl SK. 

i'li.i: MnJw.iy and Pi?iiurcl. ul j (..niniument I dfJtl 
Mr Ogd<n"> l.klni Eliird ptiMa mediator Slfe pn^e 
lid Join Pw Itn clubs. IW, Galactic Federation 
Hm rii-miujii' Ruth' Sam Ftrrii. 1 HI Ncwbcjry 

A ^SJEbvKiy.MKh 40rV.H 

iimniniii jii" dl wjn;,.iiriiTv n. rhf ^r I nni< jlrj Tl 
yaij have sruublr lirLlirrn »pp|^innih, lln-n in-nt-ict 
Ken Boum.-, J:i Wrybndgv Hi .. CHVC Co<Lir. 
Mien &9I4E. Am iiying to *l»ri an apfGHUtf 
nndmsi. MpfiH fdr inks in*. 

Anyhfldy wanl ,i mirt win, if Fllil^.. in CnMiUli .in.il 
ptun, H,i»l- fluljt: .hhI AK hu.1 mail fhy tatmr-t 
fiai to mx- liuw bad I ipct bt-Jil. ttydr D^Uit-i 4^26 

Vmon, Wairen, Mich, JflQ3^. 

Cpponvnii i^mcd in |h< HoUflnti, ZwJand, Grand 
Rapids, jim, Fbm Bin:'. VHDee II, IV[1. Al« ftf 
in mrae Plm Jullond. lnttrmE«d in uud ffimun tot 
cheap pfiHM, Ht-rh Hnvt!nts F 157 State St., Zetland, 
■ MiL-ri. ^'Hi.-!. __^^__ 

(.uiiipcuinJrl »,inu,J r i|,i|i l.;-KH,ri*l. l J-i.;Tdi!. el lu-j 
tttft Ik ppcparrd Fo-r a touj.li ^jni. I HLc to win, 
guaranteed lifht cr> iJJiifh. Mitr- Ccom 4H4I 
Licidcci ran Blvd., Mjnjicapoliv Minncuta SS«0 

I int elk r | i. ■, | I..-. ,-. !CiCll 

Tin. Srr.iiMii Ni.'nir.il r,.im|.riin,,i7i Irtf-'n nlT'.TS 
man; lotutnawonb *<fii i"*ifjf ia*ii piEU*, ^? ^ J.oo 
.nid up. a dt'jwi [fii era pf aitwtr4Ctw. to r*lth mle 
dLspuws, cjuiikly; ypd nuw pimf varlatiurn, JoFlfl 
KuerfiK 1h50^ GTjyi. Bay ?lvrj rl Wayzsu. Mlnil, 
:-^'i! 

WjiU L .J cliijicnUcisvilJi-, U-IJay 'Ml. DlrplMrlii-cy 
and CoflfrvnToticin, [ will answer Iffwufii vJTer Also 
would like ptm apnnnenli rnrD-Dav. Cctlv^btirti, 
Wahnjfad Jim ScinoppntLn. It-U5 Fairmounl Dr. 

Han^ni, Mo, i-Mtt 

Head S.t'. nccmrjl lo lt>in lit-l-jri. It'i nicjilbtl- at 
Ski MSf runfcdcialic.il. Alui ^wuldil uilh 
SEViial arliL-r ^txid cluhs. For marc infci wrifr Juliii 
5 Jludtim III ItKI Dnjcwirid f j , Nrw fl.'Jii M C 

I ,..,.! irdn i.n (urriL- fcfcfUT Corp. Will pji fc"r 

il. Alsu warned ire used Gjuto ScHnefl QC All 
JjUTHK. WrHa GtMB Vodns, ^ Banutf Rd„ 
Hanger. N,H. OJ^jS, Join Lieb4[jndarte Adolf 

Hilli'r, 

Fucr-iftliicv- jldult nprWnrnt* wunLcd lur tabic [up 
or pJtpltiFTiiiL-y Kjirk' ot Hntain, U-Uiy, Eftilec, 
AlFika horp. cJ Li Le_ . and Waterloo /,.-..-. K. 'i ; 
TaytOr, 7ZJ Lmdcn Flacc, C.anfnrd, N.J 0101 1 
[.II, dn-a citik :(H-:7t.-.V\<]4. 

n',ink,l l\:M.>rn ,'ir rf.ihi Oiillrd in ihr ,irt nf 
w,iruiminn dmiill Hib CiO W... tu |iiiu i-pfp-i 

Will phin WatrrlciCh, ycrn P-A^4 jiUyn {nfrvbe) 

iiikrh'stpd"' ContJCt riaviiJ Cnljugcd.. AIdi. St., n SH 

HkrW.NJ Q8?\5 

W'jnh-d" fliil ul jViiii ^l'Ul-i-iU, lad litoiML'toi 1" 
A W, and Iwo Jlma. AIkj fairly mpL-rinncud 
uppinwni* to pom S-Ciiad (cDrrecnan -cwunierv. 
4-64J), I'm G^iniant. Ksvni, Mniiyrtslti. 1 1 H I 

Tl]jjinn:.-Si.. Hill-iiJe.KJ 07:HJ, 

P*(]i Midway, either Side *mipL' iriL'ttkorJ, ,\kHk 
eitlier -ntle. All bQfln aniwfrjd, tfruiio StntengJlO. 
1^7 Si. LlfoJd tit.. I'tnni Lfrovc. W,J. ilMPtrf. 

: i 'W;^^2. 

fVM Watf^llLc^ I'.ll^ 1 I. -in new ilLll. *L[I, N 
nipiimci- mi Inr Wulrld tikr lo metft- wltll Taiurp, 
Club and/or SW CantnnrBl. Foe info, WTfK VSk 
EllpfiLir. 701 Sfchmond Si. p AlbUoiierqu-, hl.M. 

<7| 0rp. Pbonr |-2ft;-Ji>7^, 

Fiji wit Mieiactt^s submit offer Alio I am 

-! ..-!. ■,: ! : .'■ .ink Ilk Khun" l.nipu... .vh p... n.l ■ 
. i. i,-:Il.I ... \> '■- L..--r ■nanuniiinc. ■ 1. 1... I nv. ilv 
BnctBy, Kuy MoKky, HVt Indira N.t.. Al- 

■ ■'.L.|i..-h|n.-. Sgjjijtegg H/llU. 

VnttUMI A fjce-to-t-icc o|ip.iiicnl wiHhij icamn.ihlt 
LfaY^itciptliiuntt From Arnio-nli. NV iNopbni'l- I 
own rtioil All (iitKi. Voy etlooH fartie. vidts. etc 
Hcflk fflhun. 7 Mudlry ftwad. Arlnonk. N.V. 

l\j-tti I'I ..- Ar')f4. atR l^TjQT 

Nr.tkr- "-.vki US *(* e >|iinnimt fn. t«P14, AK - 
pbm Vuur udti and/nr rules nffgtillauie Winf P 
Vi.il, Boi ?I6. Atlantic Beach, N.V 1JD!i. 

Cl ubs, l " rn avuilable. 

Scuvd up your gam jpj i[ijp Imjnj pcttalfni 
StO-M [hJffl in IdenTlllablB uniform plaslic yialr. 
dVdllabk in rwu ttittiQA BIO COJJJJ* AJe|a Pjrra. 
Ek)K 39, tih'iiv. N,Y. IU-U.:. Sp|l ^dlHSt4 
-.r^rnjii-ii .■nvclvip t torn f jgjjrt. 
All my Atl tamc% tor 3* L n learned LTte CruIfL 
',4 mcli i Jc i po i Lj*c naid by jnc All m great lli.ifn.- 
Wil] dJstusa iciuij!^, if intcirulcd Wnlc LJirge 
GuhitoB, l a US - 74|bSl.. Qrwitly^.N.Y 11:04 

^a.r 

Tin.- coinphrlclj rWyrgtTiiWSj TlvEni Rcicli S" hack ! 
willi niai wv-ii nefflikn«J loeni r* be publishfl Join 
HOW and Jjet a plac? in our tummiBil ilniL-lirrr 
RiiiwU Twlp. 4JJ Farksids An-.. Buffalo H.V. 
i i:i<i - Tl1 .s'Tiii^. ^^^_^^_ 

I ninJ H.-.L-I-, v. ^xfibfflditu; ki BljmjIli jnd w^Kfri 



0PP0NEMTS W*NTED 

New York. Wi need loc-nl people in «w oiE*tLiia' 
lirjn, if you Warll oriWUECd wuriylrKillifl in Buffalo. 
call 3M-55W rji wrile: Carl Piwlak, II* PfcHM 

St.. Bn1Ta ln.M.V 14106. _ ._,_ 

Nurici 1*4 H" 1 . npprjnrni fui I'llm btilEkriCE. No 
opilonal toIm will tw riitiei ird ui hluL-. AI»o pbm 
OPiy, i\\ rules TinviLT- ar clrrinij). Will be cither 
i-Iot. Thomas- W«wl.jw.l<i, UTTS Cftrtsfl Si_. 3ul- 

falO. N.Y. I14:Q^j. _^ 

W?nicd Bulge Will Uke ]J^w^^r hid Hi f-jr 
pi^slap.*. AdiO p5m Ch«K WriLe - Jamw- Maisar. l?T 
W. feBitnorii &t„ Raiincmorai. New Tort 15939. 

AIM) ppm Sulingadi ._ 

Ii ihLTc uiiynftt lrt'tnv> in Itie rmrlrLWfi Kf* Vort 
area who would like K> ptnv Fir i am in Ihit Si. 
Idwrcncc County Uislnc-l [Couvenimrl l would 
like i- 1 play jih. i "- . --.t hnidCi V*>~.\. HutcH Smirh- 
r P.O. Bli. 5 GLTivemtui, TJeW Vor lt Uft4j. 



Wjnicii fiiMin.rnr vsillm: I -:■■ !•. ,i.nni.->i >\ pi) in 
BubK (dlhrr^ Al! C0*W*W*»- ' *" Ht a¥fl WBr w 
£ftod HjrriHlflTl. Bess orftn nnri'li-d Contact 
5hjV| 'Thi' Annihitiiur" Mai*|-HhJ. 7 H Cre-rmii* St. , 

Crie.vnc.W.Y I37?S, „ 

luciiun II for r.alc-. Vcty k-l-wJ ^""dLiion. Pm\ 
54.1JIJ. LnntJCl Tom -Cetlda, K Fdrrit l_anr, 

lii,i,l.r.t.|.ir, M.l H4> HA I -Qjl-Jj 

W jigjj uTe i - i*.j nc a-p.j- 1 1 is i *-ill '-ell Icheaply - I 
r^ecl TKHirteOis vaiHCl tllitit„ Guad., Midway, 
D-Day, Taitii.s. Waterloo. UjirnafcJt, new cundi 
lion. Will j»by liiplc,Tiuc> "]t»e." Allcr SgSbUi 
fouiit Shorr Vietniinh, 24 llarbof Ave H> |>hp, N. V. 

M7SI. Ldyej 

tht Si. Jahn's 'Jnhieraiy MiliiH.y Stingy Hub. 
Grand Central and Uinpu F^rkwuys, JaiFifltca. N.Y, 
I M.li ^linis rw^ ntirniioer* and uppunenh AH 
cnulltflBfrB i^'ill beaiccspwd. WSC is the ibib wilh > 

batlehopi!. 

I wish tu purchase RoIb-, for Diplomacy- Guud 
quality, A|w dianjam of Map UoarrJ- Will pay ■■ 
Kawnanltf price. Send ndus and 1 will pay riuhi 
.iway. Frank Ma^lww. 269 W'flit End M*. M^«j- 

■Miisa.N.Y 

I .|„r,L-i,LLil LicniTitk, prclnmblv ndLiKv. whu will 
fjuisli gjinc. Wiiiih.il ,11 phiii uppont-fllS lor Hulfic. 
M- Maluncy, f.m CtMid Sliccl Mccharucsvill;. 
Mew Vork 1^1 Ul. 

Fll opponents wanted for SGrad, WllttlsA, tinlec. 
Ftiune da^ PL V bSta. WiJliani Gilbert, IJS CniCr 
hiphi-r St New York N_Y. JJWLj^ 
LiKiLmf fs-ir Ah and M'aiLrJi'n -.iujj. hul iOn-.l 
fame. AIavt, facc-to-Facc tflH. Midway, Qul|c and 
lntkn.1 rthnr^f Hinij- CrKtMbhl, 1 I f'ity TrJ"iaiJ- 
North. k^wbuTsdi, Nrw York N55H fllr*o {91*} 

565^]?: 

Fbm on-pojisnu wanieil i'ot Siilin^rad. 1^14. 
WKisdjaV, AiJ-lka Korpf, Guadateaml, Guiae, tijij., 
D-Day, Getty^buna. Conlict Frank Kucky. iSi 
Fakancr St., North Tona_wanJa. N.Y. l-1i;Q, 
Will ohm tu.ii' bijJe.B (Gemiaiv.i. ,\K fGermaiiEj, 
Ftt Blitz. S-Grad, Buite and A£- Fni interesileil in a 
I'lwb, Any I.' Jfc olds- in Koeli- play AH pfflstd 
Neil U'Ccmnni. 9i1 Undinr Kciad. NoiUi KflfitL. 
N.Y l4*T2i, 

Ijamn Vankee «ct-; F^m 'M Sq.uare Gcttyibutl 
with aecompfiihcd ichcl tactjcians, tkperienced 
ifimti reireJ cunFed. baKle plans dewrrd. Play 

*hurk mlr^ 1ml will lolivjdn i catui irtlde Vnr1»ritTlrt 

Bluer L. FbeUnnl, S lilae Or., RoiaWrt**. N Y 

14620, 

Wanted Pbm uppam-'riJi ir. I fll A oi SlaluujTsd. Alyj 
pl.iV I ...i_ ^-- 1 ■ ■ i.:/,.- mot I gintci. Comae I A^iliony 
Bla'ncJii.WDanow Ave. Sdlvay. N.Y. 15109, 
AchlLinK! C< ii rrvj'lo buret Aetoii *ohi Gru^lijuin 
chaJknsBianyoin: to plav AjiiejaeuitiM Hie tadicsi 

Von GronnaLdn Flan. l^F-S, Fbiti Ot Ftf. Aaron 
ion GJxHsbaum, 2')5 Cnt*l Plii'c, rairvtoWfl, N.Y, 
ID59l.FhQ.nc - not collect - (914) fi31-J75J. 
Will V..II n.'w Khr^ncK pai.i.' fin M ^l>. Yd« (lay 
fUiAmc Guru ssanj mdy nUyrd mih-e and is [n 
eALTllcnl L-nnJi.Hi.ni, nm^t wll CwiUJ B*Jj Rn- 
eh1o. 13815 Hlfjlilandvlcw Ave, Cleveland, Ohiu 
441M. Fboig HJ-l^g- 

wjii uaje Bin/ Fumh onw) i& S-Gmd or will buy 
uwJ EC.rud Wirii- Foni Parkinvrju. MT3 OneEJis- 

km Rd..[:ipveliiwdHl',..OhiQ- j Mj 18. 

We me neJOAK UlAlaniein. h'uTi" we arc running 
aliort oi men and suppliQ. Juin Kommcl'; <til1 umd 
be Uier: when we lake all n| Nonh -Mr^s. Flcq^ 
write ulruce oWkhcildcr. J41 I ^hcnnslum Knod, 

CnJuniriu'H, Ohia 

J*nn AgjreiMJT HOrnclanJ'v lUlSs Aroiy nuwrril 
Fritnd*. rtcdali plenty ot tufnprtlth3j1_ fOit ad- 
ranrement. anil lots trf fun If <rire»ra.!nl HTple 
Fric r4ri«-ii r "fHF h>inii. C^clc, Ram. CNUfl 41131. 

Jnin Hi>m>" 

Will trade Midway, jrooJ condition fo-i G^ang], 
D-l>3.y. Alto wunt yoLinp incxp^ri-jn'jed warpmci 
U3T J^Grad. Bulut, G-B-iws, F-T.F. send if. ken 
rAlh.. ji^liJ 1 K^ 'c cr BJ . .t-id[nvl{i HK. Ohm 'H tJ5. 
PBM itppHJiR'iit 1-yjnud for (lllU I'll take Blue- .'No 

w«yiiniTi4nnl'or n-uilfluT. Al». if p*f stetiffl any 

One i» interested in joining L'xcebiKIT, then ««t*fl 
Bill ItijfiLi. 1913 Mfu. lroiiUn.0hl0-4Str3-rf, F-T-F 

O nWMnflnH .il'.r » i ntirif 

lV]4 fur **lr Nifi-vr Iwm nwrl inuutei v irill in 
■uWU I pay i m •■■. Hlsjlirtl 1ml AWOI &*. Oft. Oi 
will bndk for euxi W,k- t k» vt H llf (ML PBM 
Cft«^. Marl- Xix.jii. kit :. l_ ,-r .iHO i ■, onto 4 jftJt.. 
CoinpuTir Gvtni an Dob i-;.r WWII 1 1 ■* pages). 
Bttrkun. Jowo in- h^LmeaK. *lih comments on 
lonruilion and hndc>fV L Only ii.UO pcf copy. Send 
yuur Sii-S hj tjcott Burkman. ?!S Myrllt, Tur 
rare Park. Ohio45l iA jdititaiition iuiiMi1t%'ed, 
Lrrakinii fir W'ac(jinii-rt in T-okdo aCCa.. W L LI [)lai 
any wax uami fF-T-F orusK Also ULlcmitd irnlu,b 
if Tcilfetci iifc-.i. Tim I'ikIu, 71). M) KVrWlBil t ourl. 
f, ,1 ,- iln fHnc.4.lM4 ftgrt W^?g 
PfVM oi^xineiit for lllil/kriff.. AdutE wlshiiyg a 
muluif rrrjoy inrii I Uf wr-aigdnlr^. ywh-i ftial ftlu 
i.-ipporiLTn ttc a *JtUrfl Ol Uw Lri.iliiJ k'iiu^liirpr 
Operalwn CcLti. Lion>. EeftrRtfl Ayta> 7ftf/l 
Linda. Wai-wn-, Ohio dJJ»i USA. 
Will FBM - Afrbka korpi (G^nmiwr, D-Ony ^<^' r - 
mamci. Sqitiw Geiryfburg fUmont. Guaiakifinl. 
lU.Bj iind ChMt. Wine Bob Mors.. «28? hurth 

High blri-ci. W L vihiu^^n- Ohiri l.ltJy.^. 

InesptncnL-ed inwiH nuil derail^ iu jum cloli in 
Gtbhonia t'lty .irca Aluo £&ua Fit' 9r FBH 
uppiJiLcair. in 54Jfad, D-Uay. Ilfili. \'J]A, either 
nidc. Richard Kchtvr. Bok I $405. Url. City, Ukla. 

7^1 IS Pi>i.i..L- t^ftTjQ , 

FBM T:„iiLv U, mi 4, H , IVLilly*lii..>j [a^uisiE} 
Ids) FTF, any AH wan^am? CanrtJd Pen rjirtiiii, 
«79 Stniview, Enarne, Oregon L J740^ Ewuenian' 

calLittaat eSJ-:JJC. 

ra-fjw anyone know how in play leian, !-.ici- Rice 
Burro util in' n Martian <7hew^ Have Deen loohinR fOi 
.hi ■-,|-.;-..Tvni Im ychts. ] j BM oppaneiil nnly. Mike 
VaJiiici, til Ear.t I Sth Street. McMimifille. Oieson 

■?7ia. __. 

DcaporatHy need f 1 V opponents in my area. 

Sl-ittj-, GVp r^iivrl far. I will pky any AH land 

p*Hitf 1 r-iwn nsewt Also Viilway. Bitniarcl and 
H.jH-riLiwi. Tyiunr foqii*, 40^ Flrilkm Road, 

ftowmaJiito wd, g j. PS JO 

-\jii.jLci.r'-' fjjLpL j ir h Wlnciv-.L-T inli^jry ynn Til 



OPPOMtNTS WANTED 

Firru-T T_rhr wanl* yuu FiiL^nrfli and action aw jcIIEt 
a mJFiulir awiy if yen wiilf For mure information 
COnlllcl me. BJC-h HOTS, (TM Garden Bwaii r 

Glanndf, Penn-yy iT jniji I -uojife. 

Yon MoKkii'i Mormon, Bv»t in MftrLlrrwl, fcHii ft 
or ?ighl ui. wc oonqua an. i u ujy. sWln Bllu. 
SA;rad, AK. 1914- Write or WrtM. Penritf O'Brien, 
Saint Vinctfnt Prop., LilTObtH Fa, I ?l>J0 . 
I he- Jicy word is rneniUHIp to ^gtirwsor'hrjrTKland 1 
Join now! Fiomolioit. f^flndi, tpne praduru. 
medal:, only aBTC-ssor OlTeM. aJl lliecc and mure!' 
A11 Ljikrri non-com^ condicl AJ Hslden. Ii'? 
Juncwood Olavc, Lcvilfcwn. Pa. l'^FS?. 

AHmlinn' ll.I I.Il1i-.-? |- .c .Tin II ilk ll.i, liv'fll ctUll- 

Ifripu'd hy rlirlir.-iil^rt agicssor horntLand- Join oiir 
siand Iw Mii!'Fj>rr'i ii state fitcdom ajid tndepen- 
ikriM*. FiTVi 1,000 au,|]1.ii:aNon* rtmwvreil BicJiard 
MbfloP. o Gene-raJ Waj.iiiiflmi Rilri^, Media, 

Pnnna. l**Qo3 r __„^ > 

Lin 27 aftd hnvc- been playinij A-H. iui «» yi-ai" 
Wrnil ftp, ptnycr irt any war saw a* opponem. 
F|ay onlv face lo face, Your pl*ce or mine. RirhirJ 
LjiwiIIc. I>t:i V-.'. ■■■T ■...nH-v.n J-j-i'li-L llliliL 
&3s ^..-;:,t,c1li- Hl-icH iv Sllll Ii force to f>c wn.'n'J 
with. Those who would dmlroy hci ttjp forward 
^nd rtnaJ ycur ctaom. Urry hn5p«, 5i Mount 

Uhjnnn »bd. ; Tdt t.^icii Pa, IjJJS^ | 

Interested in joinuie. a d^b' 1 il vou't* afraid of 
|jnn£ btfXpaajUMU don'l wortyl The "PanuT 
Lc-bF" a*.eB-p|\ Jill peiiple. I myself am nol Use besi 
in Ihr wuilil. C-mMct MFlH ILuy. HU No, J, 

Slueksmw-ny. rgnn*. 1^65^- 

Wanlcd No^ki' wanly any IwnKuwd waigajue 
Pay twrit price Send all priliiirul infil to Riy 
IJiLimckcr. I'».1.> M^wbeiy Si„ Willurritporl, Fir. 
Sn-Jiicwhai rust)- D-Day and Wjicrloo player w^ntj 
to slhaifpn pliiw on FTF or PBM opjuMlfnt Fithef 
jide. Contact RolamF Fawn-iistu, 7o4 WrmJun 
Road, Woonsocltei. R.L. OlSH.i. Aien h l Una* Jn y 

wjt>!J]]-i>-t^ Jioini i', RIvulU- Maud? 

I w^ni info. or. WWll Xnie-% oi' the world loswop 
Fnr info, on Hirt^ With Milrlary MimaTunrj, AJ*r> 
will FTF war game. Coninci Sieulw^ Hfrehnk, 
It™ 



H .nilj I ji'.L. tii,!.!.. ^oulht^rfjhiij. 
Jip.'rLii! I woLiid .'liij'i,- lt> buy CajlMMCni 



JiMM JiparLi! I would itiit k' hu> < lunc^llorrivilk 
will lie in lilusvilk - Cocoa itciot I lorsda in July 
jilut AiJgjj-vt. I drurc face lo face op-poiiciil.s in j.ny 
(jrnt Ronald Garland, W Cranbeiry St., Johnson 
Ci|y T Tenn raaa) 37601 . 

I'l-in-i. ■-, ; : -I-.I . ■■■ '-".- '■•: |.ii ■-■ -,. n^.... ■ 

points srjfiMH, Fiirlidshiji. innl iiiinylerinn *it all 
clujaeTenstit □[ United Wan^amen. ot Amehcx 7ft 
memVwrs in 14 stales. lnlcn.-Hfl^ Write Jnw.-pU 
Cojper, 2^04 CasUeman Dr.. hcashviilr, T^nn. 

37?IS, 

Lofllt ji nie v.'drrf,ii:iny; wtirrS! an jndcrcirRanijfd 
hiais Mtlwr than a echeranl clique ^ith 3 rurpo^-', 
l lu> v%jii be bronilii to on ?nd. Join, ihc Gestapo,. 
Urtt filti, I7(JW Ijirkdiuf LFrivi:. ArLinitaii, lc(ns. 

TfivJItJ. __^ 

I vl-i>- w ir^.diniii^ ospaniraluins lyrtinv iiiu.^1 loin: 
how <uti'Sy the iieedi of .Li nicnibrn the Cicilapu 
diwi Inin Crinrjct Dill Ward, 22 Country Club 

Court, Arhnjn^an.Jr^as 760 Ifl. 

Wanted C-ville, TiaiaJg^j, CDod tend. Will pay any 
reavonable pncn. Aha PsM or Ff V Tactics, W-Louv 
BulRt, M-Way, S^rad, Gitad. AK. Grttyn. Also 
want to form club. Caniact Siwc GrinTman. IWS 

Nii^^g.:. Au-ilm. Tei^ 7K7Q?, 

A^Tiiuhb. WsryameTsr New iwci nun cluh will PBM 
IV 14 all advanced rules. Well be German*. Win! 
in Ffirma t inn nn lijuii: Science t'o-rn Coniacl 
Chink TuiiiL-i FO. Bn.e J=sfl tttytown, T e\ai. 

W.,i,r,.i K,,v,, L pL^i In, 1 'TttirijTnTil .n, llluel . 

nU-sk rule* only. All lettrrs answered. Also witnt 
Lnfu on 19|4 Eas-teni foont, S&W1 LoWfJJ Sdn^ 

nm T I6fil W.T.C. Jrtiei. llc-Mon, T<-x», ?TQf IR, 
AK, Buluft 1*14, Gellys., ...J U-JJlvC. PIF- <W 
PBM onponent wanted for AK. Fm Allic*. Richard 
Wliitej Dw M^Manhall.Teft&v 
tAc-jIfni cinidliion l"l-1 lur ;ak u-ed only Lwicl l . 
Good bafii^in Ji S5-00. AH orijim:il iuliiiIctk and 
trParev I pjy postage- Wriu Siuve KoIIowfII, 20t> 
feuth Wc.irl'v- r^..: Eticr^rd ^.n. Tesas 7?0tiP. jWiur_ 
Waie.amt-1^ won will K: in San AnEonici. 'I'mas. in 
Septeinber, rtnltatL me plesse. BlUCe EulhVin. 
*981 r:!7toMdnF1iii:>. I dn| BWtii, Calil wnhftH- 
Fi'n iuF.-rrniritii'hj'i na ^paiian Nctitral Conijjetition 

I.-..B.,. -^hlfl j, *jirr Ir. fintwlfowfll 

ML' ihall ri-L' aeoinl Jlut t!ic k:ii:irn|E li^ionn! Help 
ML! nceonqner ih. 1 world! For info, call ot wrUf 
Tom F-vlttt, 42DJ ■ i,n,i,r.. pbcr r AI*fc. Va r 
iSJll. Hw 70i -Hii-041 1 : Sandy Hatch - 

Wlu^ri 1 an- you^ 

ll-W- Old i'.u.trfl flpen .on^eiiini.n Miiy 10 |G|j| 
H Price* AnfLfl. Hitrciiinienl^. UwpLdyi. tvery- 
body wi-lcotnc. Foj in I m luaticn. contavt- Jim 
Mtnynran 5101 Uth Bt.a.l. Soulll, Arlutpton, 

VJntir.ru. 

Pbni r>ji|Jii|ient.i ueedc'bl ia Afrikj Korpi aitd 
JtOSa II Chi* ^rniner Tat« either side. Iain 
VSflMl, VJM. JJtf Hill 3M, Slauk.bnrft Vm. 24l»l . 
1Z year old novice would like FBM uppontnk in 
AK feUhcr *W«>. If intetesied ccntact Da-id Hmli, 
■1301 FjnuT.iJ.i-er Ave., BitlilnOtia. VirsllrtlJ 232J7. I 
alMi pl.iv Vijlirrhn). liuljLc. jii J "-Urad. jFTFJ. 
I In I- ,.lL-r, n ir.irtl. .j HL-LV-Si Sorrfu-d duD r.^iiK 
mornheri Fn*t irnrs fct Inch MJiptt ltan'1 CiCfd 
much etptajsttPK Please contact Src^c-n Itcili. 4^h 

Ui^ Pmc n,,*.-. Vs^nb rtc*L:b. Vin/in,^ P14SZ 

KovLcr would lttjr "FTF UppJwFul rn 1V.ii irnhin. 

Vtrj£inn iFva. Would like lo o»y olii*. Tm.n« 11. 
I014 L pj-y (n-^owbfat prite, W.ile StvUt HitlccJ. 

Mj Wjjo qfi SL , Wsjt*nicj n , Vlnd nia 331 Jia. 
Wamed Club rejoin - Wasal. (state) arm. I am a 
14 yew old nonce who- b ejRet ttr Ufrtt, MliiiJit 
experience m Hukc. A.FL Cent act Rick Good Ins, 
'-"1L14 A7ilh taujt. Oar Harhor, Wain melon, AH 



-i-i-i- 






TJnw opi-n fur b.Hik TDM 13.11. May 2? A.H, curries 
live, rioli now (ucming, contact mc foi mtmbej- 
ship Dwan L - AldricU. f i3i)^ WiuilaWn rtjfe, N.K .., 

Seaitle, Washinnloo H JflJ 1 .^. 

The Empire is expanding nuidly. It* five !n£inirw 
qre in need of reerulu. both extvrlcnofd rind 
ine^peneneitd personnel uv n^ded tojjoin in (he 
fiptiT. Wnie tlcJci. . Tam rtukit, t> Echo Point, 

Whceliiic.W,Va.->bOQJ. 

Waited: t\penen^- t 'd Allied Tor PBM AK or reviwd 
AK txv "Ihe Real Afnka Curb*" in the Gmsni, 
Vol. 5, niurtbsr 5 1 AJI Ifttcra answtTedflt L'hns 
Wioter, 2h25 til Kariclm Ur.. Biookficfd, Wu, 

530fJS. „ 

Ariviirliin , Nihil P'v jil^i^-lcJ Tifleen year .jld lace 
I... faivw-ugariiEf up By eUl-r?,'' Witl kjrn to TflM. 
M.i i iv L".r-.|*cpsi.|i thi^area. rspandl Send material 
to iijvid Cl«ver. 17 IS htettbpoH Urivr-. UidifOII. 

Wliwrism 5?7Q4. 

IFW'S BatTfc of Bni.iin *ueiel! i> iiHivraiiily 
arowlnji- If yeru want to tie a menibcr of ihk 
wcicly iind itatn id play by mall, <wn«fl V>*\v 
Kley. ]7^Myrl|u Ijl.. Madiwjn. Wise J3104. 
Wanted i-,M to Face opponents for m»H any 
Avalon ttill tame plu» INudcat Wat and. Baltic oi 
bVAttni Jnm ihe IFW, Itobert kietli, 631 W. Wis 
km Apl.f5 Milwaukee, W r ia. 5320J, 



